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Introduction 


If Nintendo was a country, it would be more 
prosperous than many of the nations of the world, 
fitting in somewhere around Bolivia and Iceland in 
gross national product. (Nintendo Co. reported 
worldwide sales worth $5.5 billion for the 1993 fiscal 
year.) 

If all of the Nintendo game paks sold around the 
world were laid end-to-end, they would stretch for 
about 82,860 miles—three-and-a-half times around 
the planet Earth. (Nintendo Co. claims total 
worldwide sales of 750 million game paks through 
1993.) 

And if all of the hottest hits for the Super Nintendo 
Entertainment System were gathered in one place, 
you'd find them in this book, our third annual 
volume in this series (and the 15th book we've written 
about Nintendo and Sega video games.) 

We work for you, the reader. Our pages are not 
paid for by advertisements from video game makers 
or from hardware vendors. We carry no sponsorship 
from Nintendo Co. or Nintendo of America. The 
ratings we give to games are based on our 
independent judgment. 

How do we write these books? It's a year-round 
process that begins with our own group of dedicated 
game players and testers. We go to all of the trade 
shows, make contact with the American companies 
that sell games in our market and even deal directly 
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with Japanese companies for some advance peeks at 
games. And then we lock ourselves in our game- 
testing laboratory each summer and . . . play. 


Comparing the Games 


One person's very favorite game may put another 
to sleep; that's why there are so many different 
games. And so, our scoring method is not really 
intended to pit one game against another. Instead, 
each game is considered on its own. The question we 
have asked is this: How well does this game exploit 
each of the various components of a successful game? 

The elements of the score include: 

Graphics/Sound. Up to 10 points are awarded here 
for the artistry of the graphic designers. In some 
games, top scores are awarded for the depth of detail 
shown; in others maximum points are given for the 
creativity of the artists. We looked for gee-whiz 
features like multiple scrolling backgrounds, panning, 
scaling, synthesizer-like music and sound effects and 
more. 

Response/Playability. A pretty game with great 
sound is not so wonderful if you can't get your 
character to jump or dodge bullets or run when you 
want him to. A score of 10 represents a near-perfect 
link between your brain and the computer. 

Fun. This is, after all, what it is all about. Not all 
games are full of excitement, by the way: The most 
intense simulations are sometimes about as thrilling 
as watching paint dry, but they are addictive in their 
realism. 

The Ultimate Score. The average of the three 
categories; thus, the highest possible score would be 10. 
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How this Book is Organized 


We've gathered the hottest new hits in our first 
chapter, which (we're real proud of this title) we call 
Super NES Hot Hits. Here you will find full 
descriptions, ratings, strategies and tips for 150 new 
and bestselling games including Alien 3, Bubsy: 
Claws Adventures of the Furred Kind, Prince of 
Persia, Star Fox, Street Fighter II, Super Mario Kart 
and Wing Commander: The Secret Missions. 

Next up is Mario, MARIO, MARIO! where you will 
find all kinds of information and tips for the SNES 
versions of games starring everyone's favorite Italian 
plumber and Koopa-stomper. In this chapter you'll also 
find details of the newest Mario games, including Super 
Mario All-Stars, the new Mario and Wario puzzler and 
the Yoshi's Safari SuperScope shooter. 

And then there is Super Classic Favorites, where 
we have gathered some of our best stuff on some of 
the classic games in the Super NES libraries, including 
The Addams Family, The Legend of Zelda: A Link to 
the Past, Pilotwings and Super Ghouls "N Ghosts. 

And then we get small—and numerous—with 
hundreds of tips and strategies in our Mini Hint 
section. We start with New Mini Hints and move on 
to a section of 16 Game Genie Codes and then Kick- 
and-Punch Classic Mini Hints, Classic Quest Game 
Mini Hints and finally Classic Space Mini Hints. 

We think it's both the biggest and the best such 
collection ever. 
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Previews 


Check out our special chapter on Mario games for 
some of the details of Super Mario All-Stars, the new 
Mario and Wario puzzler and the Yoshi's Safari 
` SuperScope shooter, all due by Christmas of 1993 and 
sure to be bestsellers in 1994. 

Nintendo will take to the ice again in 1993 with 
NHL Stanley Cup, an advanced hockey simulator 
that will use the same 360-degree graphic perspective 
technology that was employed in the successful 
NCAA Basketball game. 

NHL Stanley Cup uses Nintendo's Mode 7 
graphics facilities to permit the player to seem to 
enter into the game from any angle. The game was 
developed using rotoscope technology, based on films 
of actual skaters, with the result that the action is 
unusually smooth. Players will watch the action from 
a perspective just above the shoulder of the hockey 
player controlling the puck. 

Also due for Christmas of 1993 is Battle Clash II, 
the sequel to the successful Super Scope title. 
According to the company, this is the first true 
combat game providing a two-player feature that 
allows the second player to control an enemy tank. 
(The first player uses the Super Scope and the second 
the control pad.) 
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Alien 3™ 


Graphics /Sound: 8.5 Response/Playability: 8.5 
Fun/Realism: 8.5 Ultimate Score: 8.5 
Intense, Face-Hugging and Stomach-churning 
challenge. 


The Aliens triology is one of our all-time favorite creepy 
movie series, and the game series that followed is also 
among the most intense and best designed we've seen. 

Ripley, you will remember, is the intrepid explorer for 
The Company who has survived two awful encounters with 
the murderous Aliens. She is returning—in suspended 
animation—in her spaceship Sulaco when something goes 
wrong and the craft crash lands on the Fiorina 161 penal 
colony. She is the only survivor; the only human survivor, 
that is. 

By this time Ripley is pretty suspicious about The 
Company—she thinks they want to use her to import 
Aliens to the Earth where they can use them to take over. 
Guess what? She's right—and the battle moves from space 
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to the surface of the penal colony. 

There are two main types of nasties: your basic Alien 
who wants to drool its acid blood all over you and melt you 
down into a pool of glop, and the Face Huggers, which are 
parasitic creeps that want to take over your body to serve as 
a farm for more Aliens. You are Ripley, one very tough 
space woman. Your mission is to destroy each and every 
Alien and rescue as many humans as possible. 

Warning: This is not a kinder and gentler game. And, for 
you purists, another warning: this game does not follow the 
story line of the Aliens 3 movie in one essential element. 
The third movie in the series takes place on a prison planet 
and Ripley must defeat her alien attackers completely 
without use of weapons. No such limitations are presented 
in this game; there’s an awful lot of shooting going on. 

And, just for the record, the Sega Genesis version of this 
game is similar—but not identical—to the Super Nintendo 
game. The SNES has more of a feel of an adventure; you will 
make great use of Terminal Posts with blueprints and radar 
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screens throughout the prison complex as you search out the 
humans . . . and the face-hugging, chest-cracking aliens. 


CONTROL PAD 

Arrows: Press Right or Left to walk in those directions. 
Press Down to crouch. 
Press Down to crouch and then Right or Left to crawl. 
Press Up or Down to climb or descend chains or ladders. 
Press Up to open a closed door. 
Rapidly press the Left and Right arrows to try to shake 
off a face-hugger. 

Y Button: Press to fire the flame thrower as a weapon. 
If you are standing in front of something that can be 
welded, press to use the blowtorch. 

X Button: Press to fire the grenade launcher. 

B Button: Jump. 

A Button: Press to fire the Pulse Rifle. 

L or R Pads: Press to scroll through available weapons 
without firing. 

Select: Press to activate or deactivate the motion tracker. 


ABOUT THE ALIENS 

The Xenomorph (literally, “strange body”) aliens are believed 
to be the most highly evolved killing machines ever 
encountered; even the babies can suck the life out of you. 

The first stage of creatures hatch from the egg pods of the 
ALien QUeen and run around on spidery legs. These are the 
face-huggers. If they can grab hold of a human or other host, 
they will plant an alien parasite within and then die. 

Alas, though the face-hugger is dead, the parasite within 
the host starts to grow. Eventually it is too large for the host 
and bursts out. The second-generation chestbusters are fast 
and aggressive and kill by spitting acid; listen for the 
hissing sound before they spit. 

The third stage are developing aliens, who are deliberate 
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hunters. They stay low to the ground or hide behind doors 
or other obstructions, waiting to pounce. 

Fully developed aliens, the fourth stage, can attach to 
walls and ceilings and attack from any angle. 

We wouldn’t recommend attempting to make friends with 
any of these guys; each is worst than the one before. But if it 
will help you with your strategy, here is the color code: 

First Generation (Face-huggers)Dark Grey 
Second Generation (Chestbusters)Dark Blue 
Third GenerationDark Green 

Fourth GenerationBlood Red 

And, of course, there is the Alien Queen, the source of 
the babies. If she can be destroyed, the aliens cannot 
multiply. She can be found in the Central Power Generator 
of Fiorini 161. 


WEAPONS 

When you fire a weapon, the icon will show you how much 

ammunition remains for that device. 

Pulse Rifle. The standard weapon. Fires 4 rounds per 
second from a 100-round clip. Pick up extra rifle clips 
scattered throughout the prison complex. 

Grenade Launcher. A high-power supplement to the pulse 
rifle, it fires 1 shot per second from a 10-round clip. 
Look for extra grenade clips for reloading. 

Flame Thrower. Look for this powerful weapon in storage 
areas; you may find it most useful in close-in fighting. 
Uses fuel at the rate of half a liter per second from a 10- 
liter cannister (20 seconds of fire per cannister). Pick up 
fuel cannisters to refuel. Note that there are three types 
of fuel: Blue is the lowest octane; Red is medium power 
and Green the most powerful. 


SPECIAL ITEMS 
Blowtorch. You will carry this valuable device with you at all 
times, and it includes an unlimited amount of fuel. Use it to 
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seal or unseal doors and to repair damaged pipes and wiring. 
It takes about five seconds to do its work. 

Motion Tracker. Press the Select button to display the 
screen of the portable radar screen. Look for the dots to 
tell you the location of captured humans and nasty 
aliens. The screen extends your view about three times 
normal range. 


SECRETS OF THE PROS 

Queen for a Day. The recommended procedure to destroy 
the Alien QUeen is to stun her and then attempt to crush 
her in the pistons of the power generator or bury her in 
molten lead. 

Door Number Three. Open doors by walking into them 
and pressing the Up arrow; you may also need the 
blowtorch to unseal some of them. 

Crawl of Fortune. You can also explore the prison 
complex by crawling through the air ducts; be aware that 
aliens may live within them, too. 

Lifestyles of the Creepy and Famous. If your radar 
indicates that there is a creepy creature hidden on the 
other side of the door, plan your course of action first. 
One strategy is to launch a grenade or toss a hand 
grenade at the door and immediately switch to the 
machine gun or flame thrower. The grenade will open 
the door and you can start shooting immediately. 

The Low Down. Always crouch when you aim for a Face 
Hugger and other small Aliens; most are just below the 
aiming point of your weapon if you fire while standing up. 

This'll Burn You Up. Don’t grab fuel cannisters for the 
Flame Thrower fuel until you really need them; you 
cannot store extra cans. 

Alien 3 is a trademark of Twentieth Century Fox Film Corporation, 


Copyright 1992. Game copyright 1992 Arena Entertainment. All rights 
reserved. 
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Batman Returns™ 


Graphics/Sound: 9.5 Response/Playability: 9 
Fun/Realism: 8.5 Ultimate Score: 9 


A dark, gritty and realistic video simulation 
of the movie. 


Meow! Batman is in for a hair-pulling, back-scratching 
time when he comes up against the ferocious feminine 
feline, Catwoman and her friend, the pusillanimously 
predatory pillager, Penguin. Batman Returns is based on 
the dark sequel to the Batman movie and follows the story 
unusually closely for a video game. It is also one of the 
more intense games—despite the presence of other-worldly 
creatures like the Penguin and Catwoman and menacing 
clowns and jugglers of various descriptions, the backdrops 
are real enough to make you feel as if you are controlling 
characters in a movie. 

This game is pretty close to the state-of-the-art in punch- 
and-kick games, with excellent response and some stunning 
graphics. It also includes a few bars of the movie’s familiar 
theme and even a fleeting digitized image of the movie’s 
star, Michael Keaton. 

We'd award this game a higher score on the Fun meter, 
except for the unrelenting violence of the game. Batman (and 
his fans) could use a bit of a break every once in a while. 

As we’ve noted, the story of the game is essentially the 
story of the movie. It seems that the mayor of Gotham City is 
about to flick the switch on the municipal Christmas tree and 
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start the celebration when a huge gift box at the back of the 
plaza pops open to reveal a most un-merry band of flame- 
breathing clowns, knife-tossing acrobats and skull-masked 
motorcyclists. Sounds like a job for Batman, of course. 

It turns out that the bad guys are the henchmen of The 
Penguin. A bit later they are joined by Catwoman, a mild- 
mannered girl who was transformed into a bitter and 
dangerous foe by an unfortunate run-in with yet another 
Gotham bad guy (they seem to run pretty thick in that fair 
city.) One player only. 


CONTROL PAD 

Arrows: Moves Batman up, down, left or right on the 
screen. When the Dark Knight is in the Batmobile, the 
areas control the vehicle. 

Start: Press to pause. 

Select: Press to change a selected item. 

Y Button: Attack. (When Batman is in the Batmobile, 
press to shoot discs.) 

X Button: Press, together with the L or R pads to throw a 
test tube. 

B Button: Jump. 

A Button: Press to use a selected item. 

L and R Pads: Defense. 


SPECIAL MOVES 

When Batman gets close enough to touch an enemy, he will 
automatically grab the bad guy or gal by the neck. Once in 
his hands, he can perform the following moves: 

Standard Attack. Press the Y button to punch away. 

Head Toss. Press Right, Down or Left arrows and then press 
Y to pick up the enemy and toss him or her to the ground. 
Special Toss. Press Up and then Y to pick up and throw a 

baddie against a wall or other object. 
Double Whammy. Grab one guy, then move close to 
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another and grab him too; press Y to bang them 
together. 

Wanna get fancy? Here are some more spectacular moves. 

Cape Sweep. Inflicts major damage to any enemy in range. 
Press B and Y buttons together. 

Test Tube Toss. Disables all enemies on screen. Hold R or 
L pad to set direction and then press X. 

Flying Jump Kick. Press B to jump and then press Y while 
in mid air to kick. 

Flying Attack. Press B to jump and then Down and Y to 
spread your wings and swoop in for an attack. 


LEVELS 

Go to the Options screen at the start of the game to set the 

following custom choices: 

Game Level. Easy, Normal, Hard, Special or Mania. In 
addition to the level of challenge, each mode has a 
different ending. 

Rest. You can select 3, 5 or 7 lives per game. (See the Top 
Secret hint for a way to extend your choice to 9.) 

Key Option Type. Choose from among the standard and 
three alternate sets of controller key assignments. 

Sound Test. Pick one of 20 musical tracks, numbered from 
00 through 19, and press A, B, X or Y to listen. 

Sound Mode. Select Stereo to play the two channels of 
sound and music through separate speakers on a stereo 
TV; if your television has only a single speaker, choose 
Monaural to merge both channels into one signal. 


SCENES 

Stage 1: Ambush in Gotham Plaza. 

Stage 2: Battle in the Streets of Gotham City. 
Stage 3: On the Prowl. 

Stage 4: The Penguin’s Trap. 

Stage 5: To the Batmobile! 
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Stage 6: Circus Train. 
Stage 7: The Penguin’s Lair. 


SPECIAL ITEMS 

According to his comic book creators, Batman never stoops 

so low as to carry a gun—at least not one that fires bullets. 

That does not mean, though, that he is not fully armed. 

Among his weapons in this game are: 

Batarang. The Dark Knight’s specially modified version of 
the boomerang. In some areas, this will automatically be 
selected as the weapon of choice, and can be thrown 
using the Y button. 

To specifically choose the Batarang, press the Select 
item until it appears in the Select Item window. Press the 
A button to throw. 

The Spear Gun. The only fish that are in sight are the foes 
of the Dark Knight. In addition to direct action against 
enemies, the spear gun can be used to install climbing 
posts or Batman can retract the attached cable and pull 
himself up a wall. 
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In most areas, Batman fires spears straight across the 
screen; in some sections he can raise his aim or even 
shoot straight up in the ceiling. 

To use the spear gun, select it and then press the A 
button; to retract the cable, press the A button again. 


TOP SECRET 

Giving the Bat Nine Lives. It only seems fair, since that’s 
how many the Catwoman seems to have. Here’s a two- 
controller code that uses the famous (and almost always 
useful) Konami code. 
When the title screen is on the screen, choose Options and 
press Start to display the Options Menu. On Controller 2, 
enter the following keys: Up, Up, Down, Down, Left, Right, 
Left, Right, B and finally A. 
If you’ve done it correctly, you will hear a few notes of 
music. Now switch back to Controller 1 and choose the 
option marked Rest. You will find a fourth choice of 9 lives. 


Batman Returns is copyright 1993, Konami. Batman and all related 
elements are the property of DC Comics Inc. Trademark and Copyright 
1992. All rights reserved. Konami is a registered trademark of Konami 
Co., Ltd. 
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Bubsy: Claws Encounters of the 
Furred Kind™ 


Graphics/Sound: 9.5 Response/Playability: 9.3 
Fun/Realism: 9.5 Ultimate Score: 9.4 

Move over, Sonic. Watch your back, Mario. 
There’s a wild Bobcat coming through! 


Like the very best of video games, this is one very strange, 
wonderful and almost indescribable experience. The 
designers at Accolade set out to invent their own electronic 
super-hero, someone in the class of super-speedster Sonic 
the Hedgehog on the Sega Genesis machine or mega- 
adventurer Super Mario Bros. on the Super Nintendo 
Entertainment System. Just to make things interesting, they 
added a delightfully warped sense of humor and a totally 
unbelievable and engaging science fiction story. 

There’s a fluffy tale that involves something about the 
planet Rayon, home of the Woolies and lorded over by its 
twin queens Poly and Ester. These guys have an absolutely 
unquenchable desire to collect yarn, and they will search it 
out anywhere any everywhere. And guess where they find a 
huge supply: on Earth. More specifically, in the backyard 
of one bodaciously bad bobcat by the name of Bubsy. And 
the silly battle begins. 

If you enjoy games that make you think, make your 
jump button finger twitch and make you laugh, then 
Bubsy’s your guy. In other words, if you like Sonic, Mario, 
Adventure Island, Battletoads and other games like these— 
this is a leap in the right direction. One player. 
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CONTROL PAD 

Arrows: Press Right or Left to make Bubsy move in those 
directions. Press the same button a second time to make 
Bubsy speed up. Press the button for the opposite 
direction to make Bubsy screech to a stop. 

Press Up to make Bubsy look up; Press to enter caves, 
mine shafts and other entrances if Bubsy is standing in 
front of one. 

Press Down to make Bubsy duck, or look down. 

Y Button: Press to make Bubsy glide through the air, and 
land gently. 

Press the B button while Bubsy is in midair to make him 
pounce from above. 

X Button: Same as the Y button, unless reconfigured at 
the option screen. 

B Button: Press to make Bubsy pounce. The longer you 
hold the button, the higher he will jump and the more he 
will bounce when he lands. 

A Button: Same as the B button, unless reconfigured at 
the option screen. 

L Pad: Makes Bubsy look to his right (your left). 

R Pad: Makes Bubsy look to his left (your right). 


LEVELS 

Chapter 1: Cheese Wheels of Doom. Learn the skills you 
need for the rest of the game here. There’s a 1-Up T-Shirt at 
the top of the first plateau—you’ll have to jump from the 
hill to make it there. There’s a 2-Up in mid-air just short of 
the third high plateau. Be sure to check out the four little 
huts at the very end of the level. There’s a crate of yarn atop 
the first one and a Continue on the last one. 

Chapter 2: Forbidden Plummet. 

Chapter 3: A Bridge Too Fur. Stay dry. 

Chapter 4: Fair Conditioning. Home-of the wildest roller 
coaster ride this side of Space Mountain. Be sure to look 
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around beneath the tracks for all sorts of crates and 1-Ups. 

Chapter 5: Night of the Bobcat. 

Chapter 6: Our Furless Leader. A high-flying place. 

Chapter 7: The Good, the Bad and the Woolies. Number 9 
is leaving the station; work your way to the engine and hit 
the switch to stop the train. The second half of this 
interesting level takes place in the desert canyon below. 

Chapter 8: A Fistful of Yarn. Back on the train. 

Chapter 9: Dances with Woolies. Use the Black Shirt for 
invisibility; it will help you get the 1-Up between the 
pair of Horny Toads. 

Chapter 10: Beavery Careful. Go high and watch out for 
nastiness, or stay low and be sure you don’t fall in the 
water. The second half of the stage is almost entirely made 
up of tiny little floating pieces of land. Be very careful. 

Chapter 11: Rock Around the Croc. 

Chapter 12: Claws for Alarm. 

Chapter 13: Eye of the Bobcat. Are you sure you 
wouldn’t rather be a bird? This level is up in the air from 
the very start, made up of dozens of teensy platforms on 
tall trees and in the leaves. 

Chapter 14: No Time to Paws. 

Chapter 15: Lethal Woolies. 

Chapter 16: A Farewell to Woolies. The final challenge 
is dark and dangerous, and the largest pair of Woolies in 
the entire game wait for Bubsy at the end. It’s enough to 
make you want to wear synthetics! 


SPECIAL ITEMS 

Yarn. 

Yarn Balls. You'll earn different points depending on the 
color of the ball; be on the lookout, too, for Surprise 
Yarn Balls which will change colors randomly. Points 
for those balls are determined by the color they are when 
you touch them. 
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Green. 10 points. 

Red. 33 3330 points. 

Yellow. 20 points. 

Blue. 40 points. 

Yarn Crates. The mother load, holding 25 balls worth a 
total of 500 points and much too good to pass up. 

Wool-gas-matron. Stop. Do not pass. Grab this. Worth a 
randomly assigned value between 1,000 and 7,777 
points. 

T-Shirts. 

Numbered shirts. Grab them to earn as many extra lives as 
the number indicates. 

Black T-Shirts. When Bubsy wears one, he is invisible to 
the Woolies. 

Flashing T-Shirt. As long as it flashes, Bubsy is invincible 
to the Woolies and their henchmen. If he falls down a 
hole, into the water or onto a spike or other nastiness, 
the shirt won't help him a bit. 

Free Rides. There is more to life than mere running around 
like a crazy bobcat. 
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Bouncy Branches. Jump up and into bushes to use them as 
green trampolines. 

Water Slides. When Bubsy is afloat, use the Left or Right 
arrows to help control his direction. Press the arrow in 
the direction opposite the one he is going to slow down. 
Press the B button to jump. 

Cars. Go for a ride, but avoid red convertibles and strange 
drivers. 

Roller Coasters. Press the Up arrow to raise Bubsy’s 
hands (more of a rush that way, and you will collect 
goodies.) Press Down to close Bubsy’s eyes when the 
going gets really tough. To jump off, press the Pounce 
or Glide button. 

Rocket Cars. Press Up to raise Bubsy’s hands and collect 
goodies. Press Down to duck and cover. 

Log Rafts. Hitch a ride on the river, but watch out for 
treacherous turtles. 

Warp Caves. Press the Up arrow to enter. Some caves 
have hyperwarps that will take you to other levels. Some 
have hidden rooms full of yard. And some are just dark, 
creepy places. 

Manhole Covers. Climb on board for a special ride. 

TNT Crate. Only Bubsy would try to bounce off the top or 
sides of these things. Press the Pounce button to fly even 
higher. 

Continues. Grab them for extra restarts on the same level. 


SCORING 
You will earn points for any Woolie eliminated; bonus 
points are awarded for enemies that are bopped in quick 
succession. And there are even more extra points given for 
collecting special colored yarn balls. 

There's more: you'll earn ten bonus points for every 
second left at the end of the chapter. 
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Things to Grab. 

Snorkel Turtles. 200 points. 
Tree Frogs. 200 points. 
Lightbulb Bugs. 300 points. 
Snapagators. 300 points. 
Beavers. 500 points. 
Woolies. 500 points. 
Grumbleweeds. 600 points. 
Pianos. 800 points. 

Sand Sharks. 800 points. 


Things to Avoid. 

Gumball machines, firecrackers, horny toads, cacti, 
tack crates, banana crates, loose tacks and other 
pointed objects. 


POWER PLAYER HINTS 

Free Bobcat to Loving Home. At the start of Chapter 2, 
run to the left and jump off the cliff. Glide as far as you 
can to the right, holding down the Right arrow and you 
will come to a 1-Up. 

Hit the Middle. Be sure to hit the mid-level markers: large 
exclamation points about halfway through a chapter. 
When they are struck they will change into a spinning 
red yarn ball with Bubsy's face on one side. More 
importantly, if you lose your life after this point, you 
will resume the game at the mid-marker instead of the 
start. 

Hit the End Even Harder. Hit the end marker at top 
speed; the faster you are running the more yarn balls are 
released. 


Bubsy in: Claws Encounters of the Furred Kind is copyright 1993 
Accolade, Inc. All rights reserved. Bubsy is a trademark of Accolade, Inc. 
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Cybernator™ 


Graphics/Sound:9 Response/Playability: 8.5 
Fun/Realism: 8.5 Ultimate Score: 8.6 

Your basic high-tech tin can with nuclear fission 
thrusters, an ionized indestructoid shield and more 
enemies than you could shake a Zithigoth at. 


The elite 95th Brigade of the mechanized marines is on full 
alert in quadrant nine, and you are the lucky winner of an 
all-expenses paid tour of duty as commander of a 
Cybernator G5-E, an outerspace war machine shaped like a 
gigantic metal robot. You’ve got your Three-Peater Enemy 
Eliminator, your Knucklizer, your Ionized Indestructoid 
Shield and your Super Stompers. 

There’s a story in there somewhere—something about a 
battle with the forces of the Axis powers. Your response: 
Shoot at anything and everything. 

This is a good-looking game, with good responsiveness. 
If you are a fan of outerspace shooters, here’s a good 
example. One player only. 


CONTROL PAD 

Note that key assignments can be changed from the 

Options screen. 

Arrows: Press Left or Right to move in those directions. 
Press Up or Down to raise or lower your Three-Peater 
Enemy Eliminator. 

Y Button: Press to fire the Three-Peater Enemy 
Eliminator or to throw a Cybernator punch. 
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X Button: Press to change weapons among Vulcan Shells, 
Laser Beams and Homing Missiles. 

B Button: Press to jump. 
Press and hold to activate the Power Pack. 

A Button: Press together with a Left or Right arrow key 
for a quick attack thrust. 

L Pad: Press to hold at your current position. 

R Pad: Press to raise your Ionized Indestructoid Shield. 


WEAPONS 

The Cybernator has four weapons systems. It is always 

equipped with its iron (steel, actually) fist, which is used to 

deliver the deadly Cybernator Punch. The other three are 
located in the Three-Peater Enemy Eliminator. 

Cybernator Punch. Tremendously powerful, but limited by 
the short reach of the Cybernator's arms. Pick up Power 
Chips to lengthen the arms and increase the power. 

Vulcan Cannon. The most basic weapon, similar to a 
large-caliber machine gun. Collect Power Chips to boost 
the size of the bullets from 70mm to 90mm to 110mm. 

Homing Missiles. Uranium-tipped missiles that cannot 
miss; your supply, though, is limited. Pick up Power 
Chips to increase the number of missiles on hand. 

Laser Beams. Concentrated beams of plutonium can destroy 
anything they touch. However, each time the laser beam is 
used, the system must wait for a short period while it re- 
energizes; you'll have to be prepared to defend yourself in 
the meantime. Collect Power Chips to broaden the width of 
the beam and make it more intense. 


SPECIAL ITEMS 

Power Chips. Be on the lookout for P capsules and grab 
them any time you can. The capsules contain Cytron, a 
mysterious outerspace fuel hidden about the galaxy by 
the allied forces. 
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You can distribute the power chips among any of the 
primary weapons systems, balancing your equipment 
based on the challenge that lies ahead. 


LEVELS 

Axis Lunar Mining Colony. Locate and destroy the power 
unit for the battle cruiser. 

Asteroid Defense Forces and Orbital Hideout. Shut 
down the ore processor. 

Arc Nova. Sabotage the mobile weapon. 

Stratospheric Showdown. Penetrate and destroy Axis 
forces. 

Madagascar Shuttle Port. Destroy the shuttle. 

Axis Prime Minister’s Mountain Hideout. Destroy the 
anti-aircraft weapons facility. 

The Axis Capital: Suburbionski, Uzbekistanski. Knock 
some sense into the leaders. 


POWER PLAYER HINTS 

Safe But Unrewarding. You can scoot through the first 
level easily by repeatedly pressing the B button (a 
turbofire controller will be very helpful here.) You 
won't be able to collect any Power-ups, though. 

Green With Power. In Level One, save your ammunition 
when you are confronted with the green robots; use your 
punch instead. 

Run For Your Life. When you enter the lower section of 
Level 3, put on your running shoes and fly past the 
overhead lasers. This is not the place to stand and fight, 
nor is it terribly healthy to walk through at a leisurely 
pace. 

Hot Shot. In the battle with the flaming machine that 
stands guard outside the engine area of the Arc Nova, 
aim at the retractable arm first and then move on to the 
body itself. Hang in there and keep firing; when the 
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machine is gone, fly up and aim Vulcan Shells at the 
three engine pods. 

Don't Blow the Hatch. Deep within the Arc Nova bé 
careful with the use of your Vulcan Cannon; an errant 
shot can easily set off an explosion in the missile bay 
beneath your feet. 

Shield Me. Your shield can only be safely deployed when 
you are standing on solid ground. And be aware that 
enemies will still try to shoot behind or under the shield. 

Zzzzzz, Smash. The only weapon we know of that is 
powerful enough to grab the attention of the Mega 
Machine boss at the end of the complex is the laser. 


TOP SECRET 

Politically Incorrect. Hidden in the game is a highly 
destructive weapon called Napalm, available to the 
careful and skillful player. 
The first step requires quite a bit of self control: you've 
got to go through the first level without shooting at 
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anything, all the way to the first boss. Now you can fire 
away, but in destroying the boss you’ve got to avoid 
hitting either of the side guns. If you do this properly, 
you will end up with a neat 2,800 points. You now have 
the Napalm weapon, but you will lose it if you do not 
make it through the second stage and destroy the second 
boss; if you can dispatch big enemy number two you 
will be able to continue and hold on to Napalm from that 
point on. 

Six-Pack. The normal number of available credits in this 
game is 3; here’s the key to doubling the fun. 
At the title screen, watch for the Konami logo to come 
and go. As the demo begins, press and hold the L and R 
pads and the Up arrow and then press and release Start. 
Keep the other buttons pressed and wait for the title 
screen to appear; now press and release Start again. 
Once again, don’t let go of the other buttons. When the 
Game Start screen appears, press Start one more time 
and release all of the buttons. Play the game into the 
second level and earn your half-dozen. 
Because not all machines or cartridges or players are the 
same, here’s an alternate route to the same destination 
that may work on your system. At the title screen, 
highlight Option and then press and hold Up, L and R 
and then press Start to begin. 


Cybernator is a trademark of Konami, Inc. Copyright 1993 
Konami, Inc. 
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Disney's Goof Troop?" 


Graphics/Sound:8 Response/Playability: 8 
Fun/Realism: 8 Ultimate Score: 8 


What a goof! A clever challénge for younger 
players. 


This is one goofy game, a puzzle challenge based on the 
popular television cartoon. Aimed at beginners to 
intermediates, the game allows two players to join Goofy 
and his son Max as they attempt to rescue their buddies— 
Pete and PJ—from the hands of pirates in the South Pacific. 

Our guys will go through a series of wacky mazes and 
places including a fortress island, a castle on a mountain 
top and a cave with a hidden sunken ship. 

We worked with a a preproduction version of the game; 
some details may change. One player only. 


CONTROLPAD 

Arrows: Press to move Max or Goofy up, down, left or 
right. 

To collect a piece of fruit or Gem, move your character 
to touch it. 

Y Button: Press to use a special tool. 

B Button: Press to make Max or Goofy raise or lower 
their hands. If they are standing next to an object and are 
facing it, press to pick it up. 

Press to throw an object after you've picked it up. 

L Pad: Press to switch special objects (one-player mode 

only.) 
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SPECIAL ITEMS 

Rope Gun. Fires a small grappling hook attached to a rope, 
to allow Max or Goofy to walk across streams or 
bottomless pits. 

Candles. Got a light? 

Keys. And what are keys used for? 

Shovel. Can you dig it? 

Bell. Calling all pirates! 

Board. Patch holes in bridges. 

Blocks. Kick blocks into markers to open doors. 

Barrels. Toss them at pirates. 

Cherries. Adds one heart to Max or Goofy’s health meter. 

Bananas. Adds two hearts. 

Diamonds. Collect them to earn extra Continues. 

Red Diamonds. An instant Continue. 


POWER PLAYER HINTS 
Goofy is stronger than Max, but Max can run faster. Go 
figure! 

Max and Goofy can play catch with throwable items; 
use this to toss a weapon when needed. 

When Max or Goofy is hit by an enemy, they will 
become invincible for a short while. Use this time to get 
past otherwise impossible challenges. 


Disney’s Goof Troop is a trademark of Walt Disney Co. Copyright 
1993, Walt Disney Co. 
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Lemmings™ 


Graphics/Sound: 8 Response/Playability: 8 
Fun/Realism: 8 Ultimate Score: 8 


A fascinating, frustrating game. 


Lemmings are small mouse-like rodents that live in 
Northern Europe. For reasons that scientists don’t fully 
understand, when their population reaches a certain level, 
the entire society begins a mass migration. They walk over, 
under and across anything in their path. Anywhere the guy 
in front of them goes, they will follow; sometimes they will 
walk into the sea and drown. 

There’s a lesson in life here: Don’t be a lemming. Make 
your own decisions. Just because the guy in front of you 
walks off a cliff (or uses drugs), that doesn’t mean you 
have to follow him to destruction. 

Enough with the lecture. Lemmings is a very strange 
and very enjoyable game that is very hard to describe. 
Think of this game as an electronic ant farm, or Populous 
with silly rodents. 

Your goal is to act as a Supreme Being, bestowing 
special powers and creating situations where your people, 
er, lemmings can save themselves from destruction. Use 
Blockers to stop the flow; use Builders to construct bridges 
and use Diggers to make tunnels. 

You will advance through the 125 amazing levels of the 
one-player game based on successful rescues; the two- 
player game presents a frantic head-to-head competition. 

We are especially fond of the music and sound effects of 
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this game, which was translated from a PC version to the 
Super NES. We’ll discuss some of the highlights of this 
game. One or two players. 


CONTROL PAD 

Arrows: Press to move the cursor on screen. 

A Button: Use together with the onscreen cursor, as 
follows: 
* Select a Lemming icon; 
* Give a particular Lemming the selected skill; 
* Warp to areas on the play screen, when an area is 
selected on the screen, and 
* Speed up or slow down the release rate of Lemmings, 
when the cursor is placed over the release icon. 
* When the cursor is placed over the Lemming Bomb 
icon, press the A button twice to blast all Lemmings off 
the screen. 

B Button: Press with an arrow key to speed the movement 
of the onscreen cursor. 

X Button: Press to move the Selection Box to the right 
over the Lemming icons at the bottom of the screen. 

Y Button: Press to move the Selection Box to the left over 
the Lemming icons at the bottom of the screen. 

L/R Pads: Press to scroll the screen to the left or right. 
Press with the B button to increase the scrolling speed. 

Select Button: Used with other buttons. 


LEVELS 

One-Player Game 

There are four levels of difficulty in the One-Player Game: 
FUN, TRICKY, TAXING and MAYHEM. Select between 
them from the opening option screen. At the start of each 
session, you will learn a name for the level, which may 
include a hint about the task ahead, the number of 
Lemmings that will drop into your world, the percentage of 
Lemmings you must save to advance to the next level, the 
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minimum speed at which the little buggers will fall through 
the trap door—the speed can increase but will not drop 
below this rate—and the amount of time you will be 
allowed to complete the level. 

The number of Lemmings to be rescued will change as 
you move to increasingly more difficult levels, up to a 
maximum of 100. There are 125 stages to be cleared in the 
single-player game. 


Two-Player Game 

The screen will be divided in half. Player 1 will control the 
left portion and the blue Lemmings; player 2 has the right 
side and the green guys. 

Both players will start out with 40 Lemmings; in later 
levels, the number you have saved in previous stages will 
be added to the initial number, up to a maximum of 80. 

Each level has a Green and a Blue Exit; your assignment 
is to lead your Lemmings to the proper exit for their color, 
while blocking your opponent from reaching his exit. You 
cannot control your opponent's screen directly. 

There are 20 levels in the doubles game. 
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INTRODUCING THE LEMMINGS 

Basher. Select him and let him plow right through any 
obstacles. Once he has bashed through, he is no longer a 
Basher. Note that not all obstacles can be bashed. 
Bashers keep digging until there is nothing left to dig. 

Blocker. Select him to stop the onward progress of 
Lemmings. 

Bombers. Five, four, three, two, one: Boom! Away with 
obstacles and even parts of the playing field. He will not 
harm other Lemmings. 

Builder. He'll build a ladder-bridge at an upward diagonal, 
in the direction he is facing when selected. He'll quit 
after 12 steps, though. A builder will also stop if he hits 
a solid object or if he hits his head. 

Climber. Up, up and away: Once he has been selected, he 
will climb anything in his path. The Lemming will 
always want to climb—if you ask him to dig for a while, 
he will do so, but will go back to climbing when the job 
is done. 

Digger. He'll bore a hole straight down through most 
obstacles. 

Floater. Those other Lemmings may crash to their deaths 
when they go over a cliff, but floaters, well, they float. 
You must select the Lemming while he is falling. Like 
Climbers, Floaters will keep their character for the entire 
level. 

Miner. He's a Digger who digs down on the diagonal in 
the direction he is facing when selected. Both Diggers 
and Miners will keep digging until they cut through an 
earth layer, after which they fall through the bottom. 


CONTINUE 

If you fail to clear a level, you will be given 10 seconds to 
choose to try again. If you let the time go by, the game will 
reset to the beginning. From the Level Title Screen you will 
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be able to replay levels you have already beaten. 


POWER PLAYER HINTS 

Give Up. If you are hopelessly behind in your efforts and 
want to give up and try again at the same level, select 
the Lemming Bomb to clear all of the little guys from 
the screen. Note that the Lemming Bomb is different 
from the Bomber lemming, whose explosions will not 
hurt his fellow critters. 

Watch the clock. It is possible to run out of time before all 
of your Lemmings have even been released onto the 
screen. You may need to increase the speed of release. 

Blow a Hole. Bombers can be used instead of Diggers. To 
place a bomb very carefully, turn a Lemming into a 
Blocker at the place you want to destroy. Then select 
that Blocker and make him into a Bomber. 

Once a Blocker, Always a Blocker? Not at all. A Blocker 
can be turned back into a Walker if you remove the 
ground beneath him. 

Not Always a Blocker. If you are short of Blockers to hold 
back your lemmings, try using a Digger or a Miner 
followed by a Bridge-Builder. This will create a hole 
that will stop the flow of little guys. 


SUPER SECRETS 

Sounds Good to Us. At the title screen, press and hold 
Select and then press Start to display a hidden Options 
and Sound Test screen. 

What's the Word? Here are more passwords than you 
could ever want: 


FUN TRICKY 
Level 1 MGQZMGG 
Level 2 MJDVLXT LXSFDXB 
Level 3 ZBHPRLQ ZRVXBWQ 


Level 4 GWSXMHK NKVKRTB 


00 —1 Ov tA RR U2 t9 — 


NCDKKWG 
CKWDRKV 
HCBSMGV 
JBKZQGS 
MMDMKKX 
SKFKNNB 
LXNLJCP 
MTPCTNP 
PCLSRCP 
KPMDGXZ 


FXWBBSL 


TAXING 
PQFPTBP 
HPLHRXL 
CPZRSRV 
SMSWSPW 
DXCQKRX 
MDGMJLD 
WZWSDMX 
HZBCFQM 
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GJWDHMG 
DJCQQZT 
JHSVCQL 
RCHFGNN 
BJWVRCQ 
RFPZFBJ 
JKJBRMQ 
MZDCDTC 
ZVMQKXB 
ZZRHJPL 
JFLKJPX 
JOXRNGJ 
WFVHQQT 
KWVBVJP 
TTKLKZT 
NNFFQPV 
ZNXBKMP 
QSLQWTJ 
BGFVMFR 
PQZWDKM 
SBCMSJS 
BDGQRNX 
XPPBQWL 
JHQSPRH 
GCLKJMQ 
SRWGXZM 


MAYHEM 
XNMTWVD 
KDTJQQR 
VNTGWRB 
SQDLCRR 
JHQTCPD 
RQXNVNP 
CBWMMLG 
LCVDQWL 
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Level 9 SPRPVHR KDHWTJL 
Level 10 BWCBKXJ GVNKKJL 
Level 11 WRFVJDL DXCDGNH 
Level 12 GGBCXXS GWJTPLW 
Level 13 TTXQXQL LNZNHWM 
Level 14 DCBBWNH MZXZKZC 
Level 15 WCBLDQX RWLTTCQ 
Level 16 PFVFXCR LGJCRKM 
Level 17 NKVCKDN SQXKBZN 
Level 18 QPDDJFB WXTBWCB 
Level 19 QBGBPSW NPKNRKV 
Level 20 JLXJWNW PZQWRGP 
Level 21 JLHFSRF DZTHVNL 
Level 22 WCLJNNK RMDTBFQ 
Level 23 LVFHHMM FCSLSPK 

Level 24 MHNNCPC RNHQXVM 
Level 25 RNMKXLP LTGNDXH 
Level 26 XZZSDDN LHLTDDV 
Level 27 BBTSGZC HCBBKHV 
Level 28 LXFLJPX MWLGVQJ 
Level 29 QKZVKFT GSPQCRQ 
Level 30 WFCSHNT ZTTGRFH 


Sunsoft Skill Level 
Level 1 TPCWFMP 
Level 2 WSJCLDX 
Level 3 PVNRCMV 
Level 4 HZSQQNV 
Level 5 KCGHCNC 
Lemmings and all related characters and logos are trademarks of 


Psygnosis Limited. Published under license from Psygnosis Limited. © 
1992 Sun Corporation of America. 
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Magical Quest Starring 
Mickey Mouse™ 


Graphics/Sound: 8.5 Response/Playability: 8.5 
Fun/Realism: 9 Ultimate Score: 8.6 
M-I-C-K-E-Y spells lots of relatively gentle fun for 
young players. 


Golly! Pluto has disappeared, and it is up to our favorite 
fearless rodent, Mickey Mouse, to find him. 

Mickey discovers that the evil Emperor Pete has 
kidnapped Pluto and is keeping him in his castle. What's 
more, Pete has cast a spell over the entire kingdom and 
everyone—and everything—seems to be chasing Mickey at 
every turn. Mickey has to bop bees by jumping on them 
and then grabbing them and spinning them out of sight; 
other enemies must be dispatched with magical spells or 
other tricks. 

This is a very playable game, with an easy setting that 
should entertain beginning video gamesters and a hard 
mode that should challenge the more demanding. One or 
two players. 


CONTROLPAD 
Arrows: Press Left or Right to move Mickey in those 
directions. 
Press Down to make Mickey duck. 
Y Button: Press to grab something or use a special power. 
B Button: Press to jump. 
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A Button: Press to change costumes. 
L or R Pad: Press to select a costume box. 


SPECIAL COSTUMES 

Along the way, Mickey will come across three special 
costumes that will help. When he finds one, it will 
appear in one of the Costume Boxes at the lower left 
corner of the screen. To use one, use the L or R pads to 
highlight one and then press the A button. 

Wizard’s Costume. When he wears it, MM has 
tremendous magical energy. Press and hold the Y button 
to charge up the energy meter; the longer you hold it 
down, the more powerful the magic will become. Release 
the button to unloose a bolt of energy. Each time the 
magic is used, the magic meter will hold less power. You 
can collect magic lamps to restore the meter. 

Firefighter’s Costume. When he wears the red helmet and 
boots, Micket can unloose a powerful stream of water 
from the firehouse by pressing the Y button. The water 
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is strong enough to knock down enemies and even to 
move some blocks. Find fire hydrants to restore the 
water supply. 

Mountaineer’s Costume. Think of it: a mountain-climbing 
mouse! To scale a cliff, Mickey has a few extra special 
control pad buttons for throwing: 

Throw the rope upward. Press Up and the Y button. 

Throw the rope left or right. Press Left or Right and the 
Y button. 

Throw the rope on the diagonal. Press the Y button. 
When the rope is attached to a block or wall, Mickey 
can climb or swing: 

Climb the rope. Press Up. 

Swing. Press Left or Right while attached. 

Release the rope. Press Down, or press the B button. 


SPECIAL ITEMS 

Grey Blocks. Climbing steps. 

Gold Blocks. Climb on them, or grab them and spin them. 

Red Blocks. Like Gold Blocks except they will reappear 
after Mickey grabs one. 

Up Blocks. They will travel straight up when grabbed and 
spun. 

Treasure Boxes. Goodies within. 

Magic Lamp. Partly refills the Magician’s Magic Meter. 

Fire Hydrant. Partly refills the Firefighter’s Water Meter. 

Coins. Collect them to make purchases at General Stores. 

Magic Turban. Reduces by half the magic energy required 
by the regular magician’s turban. 

Firefighter’s Hat. Reduces by half the water used by the 
regular firefighter’s hose. 

Apple. 500 points. 

Blueberries. 200 points. 

Small Heart. Refills one heart on Mickey’s Health Meter. 
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Big Heart. Increases the total capacity of Mickey's Health 
Meter by one. 
Mickey Doll. 1-Up. 


POWER PLAYER HINTS 
Get a running start before jumping for greater distance. 


The Magical Quest Starring Mickey Mouse is a copyright 1992 
Disney. Game copyright 1992 Capcom. 


kd EP 


Mortal Kombat? 


Graphics/Sound:8 Response/Playability: 8 
Fun/Realism: 8 Ultimate Score: 8 


Oof! Aargh! Crunch. The bestselling game is 
turbopowered now. PARENTAL GUIDANCE 


The Shaolin Tournament for Martial Arts began as an 
honorable competition between noble warriors from around 
the world. But over the centuries, somewhere between the 
kick and the punch, the tournament was taken over and 
corrupted by the evil demon Shang Tsung who was after 
blood—and souls. 

Shang Tsung, and his lackey Goro, a half-man half- 
dragon, has ruled for 500 gruesome years. Can you stop the 
carnage? 

Mortal Kombat was a mega-hit in the video arcades, and 
Acclaim has done an excellent job of translating it to the 
home video machine. Along the way, they left behind 
some—but not all—of the extremely graphic violence of 


Super NES Hot Hits 35 


the arcade original. One of the perverse appeals of Mortal 
Kombat was the fact that the onscreen digitized characters 
bled and died. 

Somewhat to its credit, Nintendo has toned down some 
of the violence of the arcade version and has removed most 
of the blood. We'd still add.a Parental Guidance label to 
this game, though: it's a rough one. 

Each of the fighters in the tournament has some basic 
fighting moves as well as his or her special moves. Pick 
your fighter and go forth and commit mayhem. One or two 
players. 


WHO? 
All sorts of nasties, including yourself. 


WHAT? 


May the fiercest man (or woman) win. 


CONTROL PAD 
This game makes use of every button and arrow key it can 
find on your Super NES control pad. 


PUSH STRRT 
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Use the Left and right buttons to walk forward or 
backward. 

Use the Up arrow to jump. 

Use the Down arrow to crouch. 

Use the L or R pads to throw a block. 

Use the A Button for a low kick. 

Use the B button for a low punch. 

Use the X button for a high kick. 

Use the Y button for a high punch. 

Here are the common moves for all players, presented in an 
easy-to-use chart form: 

A B X x LR Arrows 
Low Kick A 
Sweep 


from 
opponent 
Down 
Move 
next to 
opponent 


Crouch Kick A or X 
Throw 


Low Punch 

Uppercut Down 
High Kick 

Roundhouse Away 


Kick 


KANO 

Roll Spin Full circle toward foe, starting from 
back arrow position and moving 
clockwise. Then press R pad to hover. 

Knife Back, toward, R pad. 

Finishing Move Away, down, toward, A button. 

JOHNNY CAGE 

Green Flame Away, toward and B button. 


Shadow Kick Away, toward and A button. 


Split Punch 
Finishing Move 
LIU KANG 
Fireball 

Flying Kick 
Finishing Move 


RAYDEN 
Lightning Throw 
Teleport 
Superman 
Finishing Move 


SUB-ZERO 
Freeze 
Slide 


Finishing Move 
SCORPION 

Van Dam Spear 
Teleport 

Finishing Move . 
SONYA 

Ring Toss 

Square Wave Flight 
Scissor Grab 
Finishing Move 


CHARACTERS 
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B button and R pad. 
Toward, toward, toward, Y button. 


Toward, toward, X button. 

Toward, toward, B button. 

Full circle toward foe, starting from 
down arrow position and 

moving clockwise. 


Down, toward, B button. 

Down, Up. 

Away, away, toward. 

Starting close to your opponent: 
Toward, away, away, away, y button. 


Down, toward, B button. 

Away, B and A and R pad at 

the same time. 

Toward, down, toward, Y button. 


Away, away, B button. 
Down, away, Y button. 
Hold R pad and Up, Up. 


B, away, B button. 

Toward, away, Y button. 

Down, B, A and R pad together. 
Toward, toward, away, away, R pad. 


Liu Kang. 5'10", 185 pounds. Liu Kang's special move 
permits him to launch fireballs at opponents. Press the 
Left or Right arrow (whichever faces the opponent) 
twice and then quickly press the A button. 
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Johnny Cage. 6'1", 200 pounds. His Green Flame will 
greatly diminish an opponent's energy. To knock an 
opponent off of his or her feet, try the Shadow Kick. To 
cause the maximum damage, perform a regular jump 
kick and then quickly follow with a Shadow Kick. 

Sonya Blade. 5'10", 140 pounds. One tough lady, among 
her arsenal of special moves are the Ring Toss, Square 
Wave Flight, Scissor Grab and a tough Finishing Move. 
Any move which involves a kick will definitely be 
useful when you're controlling Sonya. 

Kano. 6’, 205 pounds. 

Sub-Zero. 6'2", 210 pounds. Sub-Zero's special move is 
the Freeze. Quickly press the Down arrow, then the Left 
or Right arrow (whichever is facing the opponent) and 
then the A button to temporarily freeze your opponent 
and then launch a more traditional attack without him 
fighting back. The Slide is also an excellent move for 
knocking the other fighter off of his or her feet. 

Rayden. 7', 350 pounds. Toss a Lightning Throw by 
pressing the Down arrow, the Left or Right arrow (the 
direction facing the opponent) and then pressing the A 
button in a fast sequence. Another special move is the 
Teleport: press Down, Down and then the Up arrow 
quickly to make Rayden disappear from the game screen 
and reappear behind the opponent. Yet another special 
move is the ability to turn into a human torpedo and 
launch directly into an opponent's stomach. 

Scorpion. 6'2", 210 pounds. A mystery man, he is believed 
to be a fallen ninja who has been granted the chance to 
avenge his death in the ring. His special moves include 
the Harpoon-Away. 

Goro. 8'2", 550 pounds. He's 2,000 years old, and he got 
that way by being one tough hombre. In fact, not only 
has he never been defeated, none of his opponents have 
ever lived to talk about it. 
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LEVELS 

At the start of each battle, meters in the upper left and 
upper right corners of the screen indicate the health of each 
fighter; the meters go down each time a warrior is hit. 

Your assignment is to defeat each of the other fighters 
and then battle in a “Mirror Match” against a clone of 
yourself. After that, there is a series of Endurance Matches 
against a pair of opponents. And then it is you against 
Goro, the undefeated Grand Champion. Finally, go hand- 
to-claw against the evil demon Shang Tsung. 


Mortal Kombat is a registered trademark of Acclaim. 


Prince of Persia™ 


Graphics/Sound: 8.5 Response/Playability: 9 
Fun/Realism: 9 Ultimate Score: 8.6 

A classic adventure/fighting game about a classic 
time. 


Remember that guy Aladdin? He had it pretty easy, if you 
ask us. The real tough job lies ahead of the Prince of Persia, 
the hardest-working swordsman since your Uncle Joe 
tackled the family turkey last Thanksgiving. 

It seems that while the sultan of the kingdom of ancient 
Persia was off on a little expedition his most trusted 
confidant, the Grand Vizier Jaffar has made his move to 
take over the place. 

Jaffar, of course, begins by kidnapping the princess who 
he plans to marry—after he has killed the sultan, of course. 
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The princess, though, is in love with another young man 
who is determined to free his love, free the kingdom and 
become the Prince of Persia. 

This is a very nicely designed, very detailed game in 
which you will travel through huge worlds, solving puzzles 
and battling swordsmen at almost every move. One player 
only. 


CONTROL PAD 

Arrows: Run Left or Right. 
Press Up to jump up or climb up. 
Press Up to grab tiles overhead; you can also break 
some tiles by bouncing into them in this manner, but 
watch out for falling fragments. 
In Battle mode, press Up to attempt to parry a strike by 
your enemy. 
Press Down to crouch in place, or to pick up an item at 
your feet. In Battle mode, press Down to return your 
sword to its sheath; do so carefully, for this leaves you 
defenseless. 
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Press Down/Left or Down/Right to crouch and move to 
get past overhead obstacles. 

Y Button: Time. Displays remaining time on the clock, 
counting down from 120 minutes. 

X Button: Hang. Press to hang from walls, ledges, and 
other objects. 

B Button: Forward (standing) jump two tiles. 

Press with an arrow key to perform a running jump. 
In Battle mode, press the B button or the Up arrow to 
attempt to parry a strike by your enemy. 

A Button: Special. Use with the arrow keys to perform 
special actions including shuffling, grabbing and picking 
up items. 

To shuffle along slowly, press the A button together 
with the Left or Right arrows. 

Press to pick up an item. 

In Battle Mode, press the A button to pull out your 
sword; press the button again to strike at the enemy. 

L and R Pads: Crouch in place. 


HOW TO DESCEND 

You can drop a single level without damage by walking 
into a gap in the floor. If you drop two floors, it will extract 
one damage unit. Dropping three levels will cost a life. 

To descend one or two levels carefully, turn around 
when you reach the edge of a tile by tapping the arrow key 
in the opposite direction. Then press the Down arrow to 
lower yourself down slowly. 


TRAPS, OBSTACLES and OPPORTUNITIES 

Doors. Look for hidden switches to open or close a door. In 
some places the door will only stay open while the 
switch is pressed; one solution is to find a piece of tile or 
other object to place on the switch and keep it pressed. 

Dropping Ceiling Tiles. In certain places you can dislodge 
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some of the ceiling tiles to reveal a hidden passageway. 
Jump and see if the tiles vibrate; if they do, jump up 
again and try to knock them down. Watch for falling 
pieces. 

Dropping Floor Tiles. They'll hurt you if they hit you; 
listen for their rattle before the fall and avoid them. 

Guillotine. See sharp or beheaded. A set of sawtooth 
blades will fall from above and rise from below; do we 
need to warn you to stay out of the way? 

Lava. There’s no trick to surviving this place; just stay 
away. 

Mirror. Some will block your path; others only look that 
way. Try a running jump. 

Pendulum. This is a swinger to avoid; the sharp blade on 
the end will cut your time on earth. 

Spikes. These booby traps will pop up from the floor in 
some places, making shishkebabs out of whatever they 
meet. Jump over them or shuffle through slowly in areas 
of danger. 

Wall of Flame. Time your passage or you'll be toast. 


POTIONS 

Hidden around the palace are bottles of magic potions with 

various powers. The contents of a bottle is not always 

obvious. 

Healing Potion. Restores one strength unit. 

Poison. Causes one damage unit to your strength. 

Cure-all. All previous damage is healed and your strength 
gauge is increased by one extra measure. 

Floater. Bestows (temporarily) the ability to jump off a 
high ledge and float gently to the ground; your color will 
change while this power is in effect. 

Reverser. No particular effect on your game play, although 
your perspective on the world will change. 

Teleporter. An instant warp to elsewhere in the game. 
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CHARACTERS 

Jaffar has stocked his palace with all sorts of loyal and 
threatening guards, from low-level Soldiers to Amazons, 
Skeletons and Knights. Perhaps the most creepy- 
challenging is Shadow Man, an electronic alter ego; if you 
attack him, you will hurt yourself until you figure out a way 
to bring him back to you. 


POWER PLAYER HINTS 

First Things First. Start the game by immediately 
searching for something to defend yourself. Doesn't 
everyone keep a sword in the basement? 

Jump and Grab. You will have a hard time launching 
yourself across openings of three tiles, but you can give 
yourself a hand: keep your finger on the B (jump) button 
while you are in midair and you should automatically 
grab hold of the tile as you land in the gap. Then press 
the Up arrow to pull yourself up, and press Down to 
gently lower yourself—if there is a place to lower to. 

Those Secret Rooms. We know of at least three hidden 
rooms in this game. 

The first one can be found in Level 10. (Use one of the 
passwords to get there, if you must.) Head two rooms to 
the right and then go up three rooms to a place with a 
skeleton on a ledge in the middle of the screen. Go to the 
lower left corner, face the wall and press and hold the 
Up arrow and you will grab a hidden ledge. Pull yourself 
up and run to the left to come to a hidden room with a 
Cure-All potion. 

In Level 16, go three rooms to the right and then up two 
rooms. Defeat the guard you find there and then jump 
off the right side of the platform; as you fall, press and 
hold the X button to grab a hidden ledge at the top of the 
room below. Keep the X button pressed and then touch 
the Up button to climb back into the room where you 
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met the guard and now run to the right to enter a hidden 
room. Here you will find a Teleporter potion that will 
take you further into the level. 
The third hidden room is just after the entrance to Level 
17. Head two rooms to the left and look for a place with 
- a crack in the ceiling. Face to the left and jump up and 
through the crack to a hidden ledge. Press Up to climb 
up and through a dark room. When you finally get 
through the room, head to the right for a hidden room 
with a Healing potion. 


I ALWAYS WANTED TO KNOW 

Where is Persia? Persia was once a major cultural and 
geopolitical force in the ancient world; today its 
remnants are known as Iran, which is a power in the 
Middle Eastern area with influence around the world. 


TOP SECRET 
Flying Passwords. With these codes, you don't even have 
to bother playing the game. NOT! 


Level 1: BRNGBB9 Level 11: 7F39R1B 
Level 2: MRGSL2X Level 12: H9TZD8N 
Level 3: B6+TWNN Level 13: 7TXF+9V 
Level 4: 9Z3NRDX Level 14: H+KX3L7 
Level 5: LQHWTVR Level 15: GZ9MRZJ 
Level 6: CGKDBZ2 Level 16: 84CPBC6 
Level 7: TH4Q++B Level 17: QQNL2PV 
Level 8: VXPNBY2 Level 18: 4Q7TMHJ 
Level 9: QLL'WHR Level 19: QHJG!Q7 
Level 10: HWB93WX Level 20: H8J12+Y 
What? More Codes? Here is an alternate set: 

Level 2: VW5J+9B Level 12: M8Q8LJZ 
Level 3: BHTRBX4 Level 13: BYP8W+D 
Level 4: VHB7DV9 Level 14: 97PZLPZ 


Level 5: 3N9N37X Level 15: YMF2L1! 
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Level 6: MGMGTC9 Level 16: 8CZFWB5 
Level 7: LPC1+H2 Level 17: 7L1GS4C 
Level 8: CPMQTQG Level 18: Z35Q9LC 
Level 9: BQI1V42L Level 19: Q95YFJC 
Level 10: 951C3ND Level 20: 86W3MY5 


Level 11: 3KJ9+LD 


Secret Sounds. Start the game and then press and hold the 
Start button and press Select. You will be able to choose 
any of 34 sounds using the arrow keys; press A to play 
the tune. 


Prince of Persia is a registered trademark of Broderbund Software, Inc. 
Copyright 1992 Broderbund Software, Inc., Jordan Mechner. All rights 
reserved. Game copyright 1992 Konami. All rights reserved. 


Road Runner's 
Death Valley Rally™ 
Graphics/Sound: 8 . Response/Playability: 8 


Fun/Realism: 8 Ultimate Score: 8 
Beep Beep! Sonic with an attitude. 


Well, you see there is this bird. He’s a Road Runner and 
he’s not much of a flyer, but he’s a heck of a runner and 
he’s pretty smart. And then there is this varmint, a guy by 
the name of Wile E. Coyote, who is forever trying to come 
up with complicated ways to trap the bird. The more 
complex the contraption, the smarter the solution by the 
Road Runner. (If he’s so smart, though, why doesn’t he 
move to another desert. Or maybe a tourist island in the 
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Caribbean?) 
This is an enjoyable electronic version of the famous 
Warner Bros. cartoon. One player only. 


CONTROL PAD 

Arrows: Move left or right. Press Down to duck. 

Y Button: Press with Left or Right arrow for Turbo Speed. 
B Button: Jump. 

A Button: Peck to attack, or to pick up bird seed. 

L PAD: “Beep Beep!” for the fun of it. 

R PAD: “Thup Thup” just to be annoying. 


LEVELS 

There are five levels in the game, each consisting of four 
sub-levels. The end of each sub-level is indicated by a 
checkered flag; you’ll have to win a final challenge at the 
end of the fourth sub-level: a strange ACME contraption 
operated by Wile E. Coyote. When you remove it, you will 
be rewarded with 5,000 points and a pass to the next level. 
Level 1: Zippity Splat Level 4: Hopalong Casualty 
Level 2: Rock 'N Rivet Level 5: Quantum Beep 

Level 3: Train Runnery 


SPECIAL ITEMS 

Bird Seed. Adds energy to your turbo speed gauge. Use the 
A Button to peck at it to add to your stash. 

Clock. Freezes all enemies for a short period of time. 

Heart. Fills your health meter. 

1-Up. Adds an extra life. 

Parachute. Can contain a special item (except for bird 
seed.) Peck a chute to open it up. 

500. Adds that many points to your score. 


FLAGS 
Scattered about the levels are four differently colored flags; 
grab them to earn points. You can earn an extra life for 
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each 50,000 points you gather. 
Yellow. 500 Red. 5,000 
Green. 1,000 Purple. 20,000 


BONUS SCREEN 

At the end of each sub-level of the game you will see a 
special bonus screen where you will be awarded points 
based on the amount of time left on the clock, how much 
speed is left in your turbo speed meter and receive an 
additional 100 points for each flag you collected. In 
addition, a 10,000 point bonus will be awarded if you have 
managed to grab every flag in the level. 


WEAPONS 

Reach Out and Peck Somebody. Well, it’s more of a self- 
defense maneuver than a weapon, but our friend the 
Road Runner is possessed of a wickedly sharp beak that 
can be used to peck away at bothersome interruptions. 
You must be close enough to touch, though, and Wile E. 
Coyote cannot be dispatched with a peck. 

Slip, Slide Away. Slam on the brakes and skid into an 
enemy to remove them. To go into a slide, press the left 
or right arrow to run and then press the arrow for the 
opposite direction to stop suddenly and go into a skid. 
This maneuver takes a bit of practice and it doesn’t hurt 
to remember the location of bad guys ahead of time: if 
you skid into an enemy you will remove it from the 
game, but if you run into one or stop just short of one 
you will lose points on your health meter. And—you 
guessed it—Wile E. Coyote cannot be slid away. 

Turbo Invulnerability. When you are running at Turbo 
Speed you will have temporary protection against 
enemies and their attacks (although you can still lose a 
life by falling off a cliff or other fatal actions of your 
own). Turbo Speed also allows you to jump farther and 
run up steep slopes. 
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. POWER PLAYER HINTS 

They've Got it Wrong. The instruction manual, on page 5, 
misidentifies the way to engage Turbo Speed. The 
proper method is to press the Y Button together with the 
left or right arrow. Be sure to check the gauge that 
appears at the top left corner of the screen to see how 
much turbo power you have available; you can refill the 
meter by picking up bird seed. 

Easy on the Gas. To save bird seed, tap on the Y button 
for a burst of turbo speed instead of holding down the 
the button. 

Shorten the Wait. Press the X button to shorten 
introductions to the levels of the game. 

Engineering 101. Study the blueprints for hints on how to 
destroy ACME contraptions. 


SUPER SECRETS 

Zippity Splat. That means 75—count *em—75 lives! 
Here's the clue: When the title screen is displayed, press 
and hold the Left Arrow, Select, the R Pad, Y and Start. 
Keep your fingers on the buttons and wait for the screen 
to display the message, "Zippity Splat." Now press the 
X button. The game will begin, with a whole bunch (75, 
actually) of extra lives in reserve. 

Splatty Zip. To defeat the catapult, put the Road Runner 
on the second floating platform—the one closest to the 
catapult. When the large rock touches the platform, walk 
off the right side. Land three solid pecks on the catapult 
and then run back to the top of the hill. Repeat the 
maneuver until the catapult is destroyed. 

Road Runner's Death Valley Rally is copyright 1992 Sun Corporation 
of America. Sunsoft is a registered trademark of Sun Corporation of 


America. Looney Tunes, characters, names and all related indicia are 
trademarks of Warner Bros. Inc. 
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SimAnFP 


Graphics/Sound: 8.5 Response/Playability: 8.5 
Fun/Realism: 8.5 Ultimate Score: 8.5 
Here's a fun simulation worth putting out your 
feelers for. 


Announcing the ultimate accessory for your Super 
Nintendo: an ant farm! 

SimAnt is another is the marvelous series of 
edutainment products from Maxis which allow players to 
design and operate their own environment. (Other games in 
the series include the wonderful SimCity and its cousins 
SimEarth and SimFarm; Maxis also offers an interesting 
simulation of a railroad business called A-Train.) 

In the game, you are the central intelligence of an ant 
colony, leading the black ants in their quest to survive and 
then little by little take over the house and drive out the 
humans that live there. You will battle against enemy red 
ants, ant-eating spiders, careless human feet, murderous 
lawn mowers and more. 

We have no idea why, but most people find ants to be 
downright fascinating. The game and the thick manual 
include many tasty tidbits. Here's our absolute favorite: 
"The combined weight of all the ants on earth is greater 
than the combined weight of all the humans on earth. 
Considering that it takes approximately 500,000 ants to add 
up to one pound, that’s a lot of ants.” (We couldn't help but 
wonder who counted and weighed them, either.) 

The game includes a built-in tutorial that explains most 
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of what you need to be the leader of the ants. After then, 
you can play a Full Game in which the goal is to take over 
the house and beat off all of the red ants in the yard, or you 
can play a Scenario, which sets up strategic battles against 
red ants in each of eight levels. You are represented on 
screen by the Yellow Ant. 

SimAnt is also one of the few Super Nintendo games 
that can be used with the standard controller or with the 
Super NES Mouse; using the mouse gives a bit more 
control.The game includes battery-powered memory that 
permits you to save your game and return to it later; one 
full game and four scenario games can be held at one time. 
One player only. 


CONTROL PAD 

Arrows: Moves the cursor. 

X Button: Press to center the Yellow Ant on screen and 
move the cursor to point to the Yellow Ant. (Works in 
Close-up View only.) 

Y Button: Moves the cursor to the View icon. 

B Button: Press to make the Yellow Ant pick up or put 


E 


ALi this time the 
winged ants did no 
work. They just ate 
and slept, waiting 
for this day. 
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down food, eggs and rocks. Also used to cancel 
commands or close menus. 

A Button: Press to move the Yellow Ant or make the 
Yellow Ant dig tunnels. Also used to select icons and 
commands, or select menu items. 

L and R Pads: The screen scrolls beneath the current 
cursor position. 

Select: Press to switch between Close-up and Overview 
Screens. 

Start: Press to end the introduction and open the Main 
Menu. 

Once game play is underway, press to pause or unpause 
the game. ^ 


USING THE SUPER NES MOUSE 
To use the mouse, plug it into Port 1 on the Super NES 
deck before the power is turned on. 

Moving the mouse moves the cursor. 

The left mouse button corresponds to the A button on 
the controller. 

The right mouse button corresponds to the B button on 
the controller. 


ABOUT THE YELLOW ANT 

The Yellow Ant is the intelligence of the ant colony. Under 
your control, the Yellow Ant can dig tunnels, locate food 
and bring it back to the nest, blaze trails for other ants to 
follow to food and lead ants to battle. 

To direct the movements of the Yellow Ant, move the 
cursor to the place you want it to go and press the A button. 
To send the ant into the nest, move the cursor the nest 
entrance and press the A button; to send the ant to the surface, 
move the cursor to the nest exit and press the A button. 

To dig tunnels you must be in the Nest Close-up view. 
Move the cursor across a dirt area and press the A button; 
the Yellow Ant will dig its way to the cursor's location. 


52 Ultimate Unauthorized Nintendo Super NES Game Strategies 


To pick up or put down objects, move the cursor to an 
object and press the B button; the Yellow Ant will move to 
the location and pick up the item there or drop whatever it 
is carrying. 

Other important assignments for the Yellow Ant include 
recruiting help in food gathering and preparing for war and 
waging war. 

Life Cycle. When the Yellow Ant dies, the next intelligent 
leader will be the next egg laid by the black queen; once 
the egg has hatched, a screen menu will allow you to 
choose whether the new Yellow Ant will be a worker, a 
soldier or a breeder. In certain circumstances in the Full 
Game, the new Yellow Ant will be a new queen and must 
dig a new nest and lay eggs to continue the life of the 
colony. In a Full Game, the Yellow Ant has unlimited 
lives and will be born again as needed; in a Scenario Game 
you will be allowed only three lives per level. 


CONTROL PANELS 

Behavior Control Panel. Sets the division of tasks for 
your workforce. 

Foraging. Finding food and bringing it back to the nest, as 
defending the nest against attack. 

Digging. Enlarging the size of the nest. 

Nursing. Feeding the queen and caring for the eggs and 
newborn of the colony. 

Caste Control Panel. Set the types of ants born in the 
colony: 

Workers. Small, hard-working ants. Capable of Foraging, 
Digging, Nursing and Fighting. 

Soldiers. Larger and more demanding of food; they are 
best at fighting. Foraging, Digging and Fighting. 

Breeders. Large, but lazy and no good around the nest for 
anything but making more ant babies. They are essential to 
continue the life of the colony in Full Games, but are 
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useless in Scenario games and use up valuable resources. 

Icon Menu. To activate an icon, point to it with the cursor and 
press the A button. A sub-menu lies beneath each icon. 

View Icon. Change your view of the game between 
Overviews and Close-ups, above or below ground. 

Scent Display Icon. Displays the available chemical scents 
used by ants to communicate with each other. When it is 
turned on, the census information at the bottom of the 
screen is replaced by a color key to help you interpret 
the strength of a scent and its meaning; when it is turned 
off, the scents are still there for the ants, but they are not 
indicated. The scents are: 

Black Nest. The scent used by black ants to find their way 
home. 

Red Nest. The scent used by red ants to find their way 
home. 

Black Trail. The scent black ants follow to food. 

Red Trail. The scent red ants follow to food. 

Control Panel Icon. Gives you access to the Behavior and 
Caste Control Panels described above. 

Save/Exit. 

Evaluation Screen Icon. Displays the House/Population 
Graph, History Graph and Status Screen. Not available 
in Scenario Games. 

House/Population Graph. The areas of the house and yard 
shown in black have a black ant colony; those in red 
have a red any colony, and those with red and black 
stripes are mixed. Green areas have no ants. 

The area that is flashing is the current area; you can 
change to an area that already has a black colony or a 
recently landed black New Queen by clicking on it. 

History Graph. The population, food and health trends for 
your game. The graph displays information about the 
colony where your Yellow Ant is currently located. 
Elements of the graph include: 
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B. Pop or R. Pop. The black or red ant population. 

B. Hith or R. Hlth. The health of the black or red colony. 

B. Food or R. Food. The amount of food stored by the 
black or red colony. 

Food. The total amount of food available in the yard. 

Eaten. The number of black ants eaten by spiders and ant 
lions. 

Starve. The number of black ants that have starved to 
death. 

Killed. The number of black ants that have died in battles 
with red ants. 

Status Screen. Vital statistics about the colony currently 
containing the Yellow Ant. 

Colony Health. The health rating for the current black ant 
colony. 

Foraging. The amount of food brought home by the black 
ants, compared to the total of all food brought home by 
both red and black ants. For example, the black ants may 
have brought home 50 percent of the food grabbed by all 
of the ants in the game. 

Eggs Hatched. The percentage of eggs successfully 
hatched in the current black colony. 

Fights Won. The percentage of fights won by the black 
ants. 

B. Ant’s Occupation or R. Ant’s Occupation. The 
percentage of the yard occupied by the black or red ants. 
The total will not always add up to 100 since some areas 
may be empty or shared. 

Options Icon. Permits setting of customization options 
including speed and sounds. 


LEVELS 

In the Full Game, the house and yard are divided into 49 

areas; your goal is to take over and colonize all of the areas. 
In the Scenario Game, you must complete each of the 
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eight levels of the game—which become increasingly more 
difficult—in order to progress to the next level. 

Level 1: Spring in the Park. 

Level 2: Spring in the Garden. 

Level 3: Rainy Season in the Yard. 

Level 4: Summer in the House. 

Level 5: Summer on the Road. 

Level 6: Summer by the River. 

Level 7: End of Summer Under the Porch. 

Level 8: Autumn in the Woods. 


POWER PLAYER HINTS 
If you lose too many ants to an ant lion, build a wall of 
rocks around it. 


SimAnt® is a registered trademark of Maxis. Copyright 1991 Maxis. 
Copyright 1993 Imagineer. Published under license from Imagineer Co., 
Ltd. of Japan. 
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The Simpsons: 
Bart's Nightmare" 


Graphics/Sound: 9.2 Response/Playability: 9.3 
Fun/Realism: 9.5 Ultimate Score: 9.3 

Don't have a cow, man. Have a nightmare 

instead and laugh yourself silly. 


Do we really have to tell you that Bart Simpson is a gross, 
crude, annoying, wise-mouth? In other words, your basic 
little boy. Okay, man? 
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Bart's Nightmare is the latest in the series of very clever, 
extremely offbeat arcade adventures based on the animated 
television series, The Simpsons. 

The story of this game involves Bart's chase after the 
blowing pages of his homework. Is he awake in a very 
starange place, or is he fast asleep at his desk? We can't 
tell: does Springfield usually have walking mail boxes, 
flying Lisa fairies and homicidal school buses? 

Another unusual thing about this game is the fact that it 
includes six levels that are very different in appearance and 
that make very different demands on the Super Nintendo 
control pad. If you're a Simpsons fan, or even if you're not, 
this is one fun dream. One or two players. 


CONTROL PAD 

WINDY WORLD 

Arrows: Press to move left, right, up or down. 

Y Button: Blow bubble gum. Press and hold and press an 
arrow key to move bubble. 

X Button: Burp. 

B Button: Jump. 

A Button: Shoot seeds. 

L Pad: Scroll screen left. 

R Pad: Scroll screen right. 


BARTZILLA WORLD (CRUSHING MODE) 

Arrows: Press Right to shoot fireballs straight ahead. 
Press Up to shoot fireballs at the buildings to Bartzilla’s 
left. 

Press Down to shoot fireballs at the buildings to 
Bartzilla's right. 
Press Left to stand still. 

X Button: Shoot lasers straight ahead. 

B Button: Shoot lasers downward. 

A Button: Shoot lasers at railroad tracks. 
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BARTZILLA WORLD (CLIMBING CONTROLS) 
Arrows: Press Up to climb. 

Press Left or Right to move in those directions. 
Press Down to scroll up the screen. 


TEMPLE OF MAGGIE 

Arrows: Press Up, Down, Left or Right to move in those 
directions. To pick up golden eggs, touch them. 

L Pad: Scroll screen left. 

R Pad: Scroll screen right. 

A, B, X 

or Y: Crack the whip. 


BARTMAN 
Arrows: Press Up, Down or Left to move in those 
directions. 
Press Right to Fly Right. 
Press Down/Right to fly downward. 
Press Up/Right to fly upward. 
To pick up bonuses, touch them. 


H 


$ 
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A Button: Fires slingshot. The longer you press and hold 
the button, the farther the shot will travel. 


ITCHY & SCRATCHY CONTROLS 

Arrows: Press Up, Down, Left or Right to move in those 
directions. 

B Button: Jump. 

A Button: Use weapon. 


BART'S BLOODSTREAM CONTROLS 

Arrows: Press Up, Down, Left or Right to move in those 
directions. 

A, B, X or Y: Blow up viruses after they have been stuck. 
To stick a virus you much touch it with your Power- 
Pumper; once you stick a virüs you cannot release the 
Power-Pumper until you blow up the virus. 


GOALS 
Missing Pages of Homework 
Bartzilla. 2 pages 
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Temple of the Maggie. 2 pages. 
Bartman. | page. 

Itchy & Scratchy. 2 pages. 
Bart’s Bloodstream. 1 page. 


POWER PLAYER HINTS 

Simpon Rules. This game is nothing if not logical. Okay, 
well at least there are a few attempts at reality. Here are 
a few rules of the world of Bart: 

Frogs can jump and move in any direction, of course, 
but they cannot shoot seeds or blow bubblegum. 

Letting out a burp will clear the screen of enemies, but 
before you can belch you need to fuel up on soda; pick 
up the soda can bonus. 

Happy Dreams. Here’s a nice dream: a bunch of easy 1- 
Ups. Go through the yellow door to the Itchy and 
Scratchy level, and then head to the lamp that shoots 
light bulbs. Pick up the weapon near the lamp, and 
smash as many bulbs as you can to pick up free lives. 

Pro Strategies. The only way to beat this game that we 

know of is hard work and skill; in other words, we’re 
not sure Bart could beat his own game. (You might, 
though, want to check out the Game Genie codes 
elsewhere in this book.) In any case, the real key to 
success includes a lot of sleep: Be sure to collect as 
many Zs as you can in Windy World. 
One way to boost your Z capacity is to widen the Z 
meter using this tricky trick. Start by completely 
depleting your entire collection of Zs. When the screen 
begins to fade, quickly move to collect a pair of Zs from 
each end of the screen—the pros at Acclaim call them 
“anchor” Zs. Now as you fill up your meter, it will hold 
more sleepy time. 

Never Like the Guy Much, Ourselves. Pop all the Krusty 
balloons you see to earn Bart 1-ups. 
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Aargh! It's Baby Sis. Press the-R pad to scroll the screen 
to the right and trick Maggie into spitting out her 
pacifier. 

Keep Your Sunny Side Up. In the Temple you are going 
to want to scarf down as many eggs as you can, because 
they will give you 1-Ups. But you've got to act quickly 
or else pass the egg by. If you dawdle, a vulture will 
come down and carry you off. 


The Simpsons is a trademark of Twentieth Century Fox Corporation, 
copyright 1992. All rights reserved. Acclaim is a registered trademark of 


Acclaim Entertainment, Inc. 


Star Fox™ 


Graphics/Sound:9 Response/Playability: 8 
Fun/Realism: 8 Ultimate Score: 8.3 


A good game and a great peek at some of the 
future of gaming. 


Star Fox is a truly exciting game, whether or not you enjoy 
playing it. Want us to run that by you one more time, with a 
bit of explanation? Okay: Star Fox represents a significant 
step forward in video game technology, showing the way to 
the future for many challenges to come. It is also, at heart, a 
shoot-em-up that may or may not be every player's favorite 
type of game. 

What makes this game unusual is its use of what is 
called *polygon" graphics. Here's what that means: the 
typical way in which video games have been created is 
through use of something called “bitmap” graphics. A 
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bitmap is a picture of an object constructed out of dots and 
stored in a library for use as needed. When Mario is 
needed, his bitmap is pulled from memory and the picture 
moved onto the screen. A bitmap can be quite detailed, but 
it cannot easily be changed. And, for example, if we 
wanted to show Mario’s back, we would have to have a 
separate bitmap of his back. If we wanted to spin him 
around, we would have to have several side views to 
display in a frame-by-frame rotation (like a cartoon) or we 
would have to fake the motion with some sort of a blur. 

Polygon graphics work differently. The computer is 
actually constructing the image each time it is displayed, 
using a detailed set of instructions that indicate shapes, 
dimensions and colors. As such, the computer can be 
instructed to calculate the effect of rotating an object, 
turning a design inside out, flying into and out of an object 
or even changing its shape. It takes a lot of computing 
power to perform the calculations necessary for polygon 
graphics, and the Super NES has the horsepower. Nintendo 
even added special graphic chip to the StarFox cartridge to 
aid in the process; the game is the first to use the Super FX 
chip to speed the process. 

On the technical side, the Super FX technology provides 
better graphic definition with RISC (Reduced Instruction 
Set Computer) technology and 3-D polygon animation. 

Future games will likely merge some polygon graphics 
with bitmaps to move us forward into exciting new realms 
of electronic entertainment. 

Star Fox, according to Nintendo, was the fastest selling 
video game in history with more than 1.7 million copies 
sold in the U.S. and Japan in its first few months. 

In December of 1993, Nintendo will introduce FX Trax, 
the second 16-bit video game (after StarFox) to incorporate 
Super FX technology. The game features sporty sprint cars 
that change shapes to squeeze through tight spots. The 
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game will include a split-screen game play mode where 
contestants select either off-road or track courses. 

But back to Star Fox the game: there is a bit of a story, 
although it doesn't really matter a great deal. It seems that 
the planet Venom has come under the dominion of 
Emperor Andross, who has converted it into a military base 
from which he hopes to control all of the planets in the 
Lylat system. The defenders of Corneria dispath their super 
combat ship the Arwing. 

The star of the game is a creature by the name of Fox 
McCloud, leader of the Star Fox Team. A handsome fox of 
a guy, he is accompanied on his mission by a trio of 
unusual furry friends. Falco Lombardi is no chicken, even 
if he does look like one from the neck up. Peppy Hare is a 
gentle bunny of a guy who's a heck of fine pilot. And 
finally, there is Slippy Toad, one fierce frog. 

Although Fox McCloud does not directly control his 
wingmen, he will be called upon from time to time to help 
them get out of scrapes. One player only. 
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CONTROL PAD 

Arrows: You're flying an aircraft, so you have to think 
like a pilot. On an airplane, a pilot pulls back on the 
“stick” to point the nose of the plane up in order to 
climb; the pilot pushes down on the stick to point the 
nose down to descend. 

Now we must translate those commands to your control 
pad, as used in the standard (Type A) configuration: 
Press the Up arrow to push down on the nose of your 
craft, to dive down. 

Press the Down arrow to push up the nose of your craft, 
to climb, 

Press Left or Right to move in those directions. 

L Pad: Rolls ship to the left. Use the roll to fly through 
narrow spaces. Tap the R or L pads twice quickly to 
make your craft perform a barrel roll, which may help in 
avoiding some laser attacks. 

R Pad: Rolls ship to the right. 

Y Button: Fires Laser Blaster. 

X Button: Temporary Speed Boost. 

B Button: Fires Retro-rocket for temporary deceleration. 

A Button: Fires Nova Bomb. (Press once to release bomb 
and once to detonate it. The bomb will also 
automatically detonate if it hits something or reaches a 
particular distance to your ship.) 

Start: Press to pause the game, or to restart. 

Select: Press to change your viewpoint during game. The 
Standard view is from a distance behind your ship. A 
closer vantage point is offered by the Approach view. 
And finally, there is the Cockpit view, which shows the 
image through the ship’s windshield, including a green 
aiming crosshair. 


OTHER CONTROL PAD ASSIGNMENTS 


There are three other control configurations available in 
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this game, including two (Type C and Type D) that reverse 
the Up and Down arrow assignments so that you press the 
Up arrow to climb and the Down arrow to descend. 

You can make your choice of configuration from the 
options screen. 


LEVELS 

Your assignment is to destroy the Enemy Leader, who can 
be found at the end of each mission. Your Arwing is 
equipped with an autopilot that will try to keep you on 
course at all times; if you force your craft too far off the 
planned track, a red arrow will appear on screen to warn 
you. Follow its directions to the center of the course for 
best flying conditions. 

The game includes three courses and you can choose 
any of them at the start of the game. Course One is the 
easiest. 

Course One: Corneria to Asteroid to Space Armada to 

Mereor to Venom. 

Course Two: Corneria to Sector X to Titania to Sectory Y 
to Venom. 

Course Three: Corneria to Asteroid to Fortuna to Sector Z 
to Macbeth to Venom. 


WEAPONS 

Blaster. The standard laser cannon, located in the Arwing's 
nose. 

Twin Blaster. When you power-up to this device, you will 
gain a pair of blasters, one on each wing. When one or 
both of your craft's wings are destroyed, you will return 
to a single Blaster in the nose. 

Nova Bomb. Destroys any enemies within range. You can 
control the point of detonation; see the Control Pad 
instructions above. You can carry as many as five and 
replenish them by collecting special items. 
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Power Shield. When you have one, your ship will become 
invincible, changing form to a wire frame outline. After 
your craft has been hit several times, the shield will lose 
its power and you will be vulnerable to damage once 
again. 


SPECIAL ITEMS 

As you proceed on your course, you will see various tokens 

on the screen; some are revealed only after you have 

destroyed an enemy. Fly through them to obtain special 
items or energy. 

Supply Ring. A blue six-pointed star, it will serve as a 
midway point in a stage. If you fly through one and your 
craft is destroyed before completion of a stage, it will 
return to the point of Supply Ring to resume the game; 
without it, you will have to start over again at the 
beginning of the stage. As an added bonus, the Supply 
Ring will also restore most of your shield energy. 

Small Energy Supply. A yellow six-pointed star, it will 
refill some of your shield energy. This icon will appear 
after certain enemies have been destroyed. 

Power Shield. Provides temporary invulnerability. You can 
obtain the Power Shield by flying through the open 
three-dimensional box or by destroying the 3-D arrow- 
shaped enemy. 

Twin Blaster or Wing Gyro. Grab this item—shaped like 
a set of three upright diamonds within a sideways 
diamond—to repair any damage to your wing. If your 
wings are in perfect condition, grabbing the same item 
will give you a Twin Blaster, which allows you to fire 
two beams at the same time. If you already have a Twin 
Blaster, collecting a second icon will improve the power 
of the weapon. 

Nova Bomb. You can collect up to five of these powerful 
bombs and carry them with you until needed. The bomb 


66 Ultimate Unauthorized Nintendo Super NES Game Strategies 


icon is a blue pentagon (a five-sided shape). 

Extra Ship. Look for a trio of red-white-and-blue 
diamonds and shoot them all to display a hidden 1-Up in 
their midst. 


CONTINUES 

You will earn a Continue when your score reaches 10,000, 
30,000 and 50,000 points. Games will resume from the start 
of the last stage, unless you have managed to grab a Supply 
Ring in the current stage; if you have, you will continue the 
game from the location of the Supply Ring. 


TOP SECRET 

Draw, Pardner. When the game is over, you get to play. 
Look for the Continue screen and then break out your 
controller for a bit of fun and games with most of the 
elements of Starfox. Play with the order of buttons you 
push to get the most interesting effects. 

Controller 1: 

Left or Right Arrows: Rotate objects on the horizontal 
axis. 
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Up and Down Arrows: Rotate objects on the vertical axis. 

L Pad: Zooms in on object. 

R Pad: Zooms out on object. 

X Button: Stops rotation. 

A Button: Allows you to draw with the selected object. 
Press down to draw and release to clear the screen. 

Controller 2: 

Press Up, Down, Left, Right, Select, Start, Y or B 
buttons to change to a different direction. 

Secret Zone. Here’s the path to one of the hidden areas of 

the game. In this case, choose Course Three and clear 
the first stage to enter the Asteroid Belt. Steer past the 
ordinary rocks and garbage until you come to a pair of 
huge asteroids; you'll find that the left asteroid cannot 
be destroyed by your shots, but the right one will 
eventually yield to blaster shots or one or more of your 
bombs. When it is finally destroyed, an egg will pop out 
of it and change into a giant bird. Now comes the chase: 
fly after the bird and attempt to bump into it with your 
ship. If you can hit the bird, you will warp into the 
hidden zone, called “Out Of This Dimension.” 
This strange zone, full of odd effects, is ruled over by a 
slot machine as boss; you can win coins to improve your 
shield power. To find the Secret Ending, aim your shots 
at the slot machine’s arm until it shows a triple seven 
jackpot. 

Another Zone. The Black Hole is listed on the map, but 
you won’t get there unless you find the secret warp. 
Start the game in Course One and enter the Asteroid 
Belt. About halfway through the stage you will come to 
one, two and finally a third caterpillar creature; just past 
is a revolving row of five asteroids. Shoot the orange 
asteroid in the center and fly through the gap it leaves. 
You'll come to two more groups of asteroids. Do the 
same thing: shoot out the center rocks and fly through 
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the gap. If you’ve done it all properly, you will see a 
strange, “Laughing Asteroid.” Fly right into it and into 
the Black Hole. You’ll find many power-ups and warp 
rings that can bring you to many of the more interesting 
spots in the game. 


Star Fox is a trademark of Nintendo of America, Inc. Copyright 1993 
Nintendo of America, Inc. 
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Street Fighter I| '" 


Graphics/Sound:9 Response/Playability: 9 
Fun/Realism: 8 Ultimate Score: 8.7 


Violent and dirty; just like the arcade. 


The hottest video arcade game of the past few years is now 
one of the hottest Super NES cartridges. 

Street Fighter II is among the most advanced games ever 
created for the home market, packing a near complete 
version of the coin-op game within its huge 16 megabits of 
memory. 

But before we go any further here, let's consider a 
warning: This is a very rough-and-tumble, no-holds-barred 
kick, punch, shoot and stab game. There is no room for 
peaceful negotiations, and there's not a policeman in sight. 

You are the World Warrior, against a dizzying array of 
street champs and chumps. The game features eight 
characters, each with his or her own fighting style, 
strengths and weaknesses, depending on the country of 
origin. 
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The graphics are stunning, the sound effects amazing, 
the animation astounding. One or two players. 


CONTROL PAD 

Arrows: Press Right to move forward. 
Press Left for Back Defense, used to block high attacks 
by your opponent. 
Press Up to Jump. 
Press Up/Right for a Forward Flip. 
Press Up/Left for a Backward Flip. 
Press Down to Crouch. - 
Press Down/Right for an Offensive Crouch to make low 
attacks. 
Press Down/Left for a Defensive Crouch to block low 
attacks. 
The organization of the control pad puts the hard kicks 
and punches on the L and R pads at the top, the light 
punches and kicks at the lower end (B and Y buttons), 
and the medium punches on the upper right corner (A 
and X buttons). Note that the button assignments can be 
changed from the option screen if desired. 

Y Button: Jab. A light punch that keeps your opponent off 
balance, but does little damage. 

X Button: Medium Punch. A powerful strike. 

L PAD: Hard Punch. A big, slow punch that can do a lot 
of damage. 

B Button: Light Kick. A short kick that does little 
damage. 

A Button: Medium Kick. A strong, quick forward kick. 

R PAD: Hard Kick. A powerful but slow kick. 


FIGHTERS 

Each of the fighters has special CLOSE ATTACK 
techniques that can be employed anytime they can get very 
close to an opponent. To perform a Throw or a Hold, you 
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must push your character against an opponent and then 

push the L pad. 

Each character also has at least one SPECIAL MOVE for 
use in battle. Special moves are very powerful, but very 
difficult to perform. Each move is begun by pressing a 
particular sequence of buttons in one continuous motion. 

Ryu. A lot of power in a short, small package. A disciple of 
master Sheng Long. 

Ken. The only other disciple of master Sheng Long, he is a 
real showoff who can sometimes amaze with his talent. 
Special Moves for Ryu or Ken 

Fireball. An energy wave that drains most of a fighter’s 
energy; he will require a few seconds to recover each 
time he uses this special move. Down, Down/Right, 
Right. 

Dragon Punch. An almost unstoppable punch. Right, 
Down, Down/Right. 

Hurricane Kick. A wild, triple spin kick. Down, 
Down/Left, Left. 


Close Attacks 
Shoulder Throw, Back Roll. 
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Edmond Honda. A Yokozuna (grand champion) of Sumo 
wrestling, he is quick, powerful and 304 pounds in 
weight! 


Special Moves 

Hundred Hand Slap. His hands move so quickly they 
seem to blur. Press any punch button repeatedly and 
quickly. 

Sumo Head Butt. A short range blockbuster. Press and 
hold the Left arrow for two seconds, then press Right 
and any punch button. 


Close Attacks 
Shoulder Throw, Bear Hug, Knee Bash. 
Blanka. Half-man, half-beast, all fighter. 


Special Moves 

Electricity. He can channel up to 1,000 volts through his 
skin, a real shock to anyone who grabs him. Press any 
punch button repeatedly. 

Rolling Attack. He can tighten himself into a destructive 
ball that can cause a lot of damage, but if Blanka is hit 
while in a ball form, he will lose strength. Press and 
hold the Left arrow for two seconds, then press Right 
and any punch button. 


Close Attacks 

Head Bite, Double Knee, Head Butt. 

Guile. A former Special Forces soldier with a streetfighting 
attitude. 


Special Moves 

Sonic Boom. He whips his arms and hands so fast it yields 
a burst of energy that stuns anyone it hits. Press and 
hold the Left arrow for two seconds, then press Right 
and any punch button. 

Flash Kick. Similar to the Sonic Boom, it is let loose as 
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Guile whips his feet in the air in the middle of a 
backflip. Press and hold the Down arrow for two 
seconds, then press Up and any punch button. 


Close Attacks 

Shoulder Throw (Ground and Air), Back Breaker, Knee 
Drop, Suplex. 

Chun Li. She stops most opponents first with her looks, 
and then with her kicks. 


Special Moves 

Lightning Kick. Sharp, quick and powerful. Press any 
kick button repeatedly. 

Whirlwind Kick. Where did she go? Oof! Press and hold 
the Down arrow for two seconds, then press Up and 
any punch button. 


Close Attacks 

Shoulder Throw (Air and Ground), Head Stomp. 

Zangief. Totally fearless, which is about what you might 
expect for a 7-foot-tall pile-driving wrestler. 


Special Moves 

Spinning Clothesline. Learned from video wrestling star 
Mike Haggar as an offensive move, it can also be used 
to avoid fireballs. Press all three punch buttons at the 
same time. 

Spinning Pile Driver. A twist, a thump and a grind. Using 
the arrow keys, turn around 360-degrees and then 
press any punch button. 


Close Attacks 

Power Slam, Pile Driver, Back Slam, Back Breaker, Alley 
Oop, Head Bite, Stomach Pump. 

Dhalsim. Skinny as a rail, he’s barely there, although his 
opponents will know he’s around when he channels his 
Yoga powers in battle. 
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Special Moves 

Yoga Fire. A mystical ball of flame. Down, Down/Right, 
Left. 

Yoga Flame. A cloud of flame useful in close encounters. 
Left, Down/Left, Down, Down/Right, Right. 

Close Attacks 

Yoga Nugie, Arm Throw, Head Butt, Spinning Attack. 


OPTIONS 

Difficulty. At Level 0, the computer’s opponents are 
knockovers; at Level 7, they’re almost impossible to 
defeat. 

Time Limit. When turned off, the battle continues until 
one player is knocked out; when turned on, each contest 
lasts a maximum of 99 seconds. 

Configure. Adjust the assignment of actions to the buttons 
on the Super NES controller. 

You can also test the sound effects and musical selections 
and choose between stereo or monaural sound. 


LEVELS 

You must win two out of three bouts against each opponent 
in order to advance to the next challenge. There will be 
displayed on screen an Energy Meter for you and your 
opponent. Each time you land a punch, your opponent will 
lose a tick on his meter; each time you are hit, you will lose 
one tick. 


VS. BATTLE MODE 
Battle against a friend—evenly or using a handicap—in this 
two-player mode. Set the handicap to increase the amount 
of damage inflicted by kicks and punches; if you want to 
give your opponent an advantage, set his handicap high and 
yours low. 

The VS. Mode also includes a Stage Select, permitting 
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POWER PLAYER HINTS 
Don’t rely entirely on your offensive power; master the 
Back Defense and Defensive Crouch to block attacks. 

Your special moves are powerful, and may end a match. 
They do, though, leave you vulnerable to counterattack 
when you let one loose. 

Stop a Fireball with a Fireball of your own. 

Practice your special moves and all other actions by 
playing the game at Level 0 before beginning a more 
challenging match. 


SUPER SECRETS 

There are some hidden special ending screens in the game 
that are only revealed to superior fighters. If you manage to 
make it all the way through the game in a single-player 
competition without swapping characters or using any 
continues (yeah, right . . . ) all of the characters and bosses 
will rise from their hospital beds to appear on screen and 
offer their heartfelt congratulations. 


TOP SECRET 

Twins, Part 1. Here’s the code to permit your character to 
fight against his twin. Why would you want to do this? 
Besides the novelty of it all, this is a way to ensure that 
you have a fair fight. 
When the title screen and the words Capcom begins to 
appear, enter the following: Down, R, Up, L, Y and then 
B. You’ve got to finish the job before Capcom 
disappears. You’ll know you’ve done the code correctly 
if the screen changes to blue. The trick often does not 
work the first time you try it; just press the Reset button 
and go for it another time. 

Zoom to the End. At the Capcom title screen, press Down, 
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L, Up, R, Y and B. Then set the difficulty level at 2. 
Play the game and defeat M. Bison; at the conclusion, 
press Start and R to see the ending. 

Sounds Good. Listen to the sounds, including a few 
strange new ones with this code. At the Options Mode, 
select sounds 25, 26 or 27 and then press the R pad 
rapidly. 

Got a little time on your hands? Here’s a trick that sorta- 
kinda disables parts of the game and bestows a form of 
invincibility. Select “Option Mode” from the main menu 
and then press Start to return to the title screen. Fun, 
right? Well, do it again, and then again . . . for a total of 
28 times. That’s exactly 28, by the way: don’t go past. 
Then start the game and you will be able to fight for one 
round with no timer or energy bars displayed. (The trick 
works for one-player as well as “Vs.” mode.) There’s no 
music or sound effects, either. The trick only works for 
one round; you'll have to reset after it's over. 

Zip Lock. Here's a way to zip right to the fight against the 
four bosses. Start a one-player game with two 
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controllers plugged into your Super NES. Press the Start 
button on Controller 2 and then put down that controller 
and go back to Controller 1. Defeat the new opponent, 
who will just stand there without anyone controlling 
him, and wait for the new player’s “continue” time to 
reach zero. The game will go back to the original one- 
player game, but you will be one win toward the end. 
Now all you need to do is do it all over again, seven 
more times. After you have seven wins under your belt, 
you’re ready for a round against Balrog and the other 
bosses. You’re on your own now. 

Custom Fight Plans. Press the Select button when the 
world map is displayed before the start of each map to 
display a hidden configuration screen. Here you can 
reassign the functions of the control pad buttons without 
returning to the Option Mode screen. You may find it 
valuable to adjust the key assignments to a particular 
opponent in this way. 

Which way did I go? As if it wasn’t enough to have one 
way to fight as Ken against Ken, here’s another rather 
complex means to the same end, with the added 
confusion of a pair of Kens in the same colors. 

Begin a single player game. At the player select screen, 
highlight the picture of Guile but do not press any button 
to choose him. After a while, the computer will become 
tired of waiting and will choose Guile. When the game 
begins all by itself, press Start on Controller 2, which 
will send you back to the player select screen. Now 
choose E. Honda as your second player. The computer 
will take you back to Ken’s stage. And there you must 
sit and wait while time runs out for one, two, three and 
then four rounds. Don’t touch a button! 

Now you’ve sat and watched Guile lose four rounds, 
right? Now press Start on Controller 2 before the 
Continue timer reaches 0. Use Controller 2 to pick Ken 
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from the right side of the player select screen. Another 
Ken, in the same colors, will appear on the left side. 
When the fight begins, the hardest part will be figuring 
just which one you are. 

Sneak Preview. Here’s a two-controller trick that lets you 

watch the coming attractions for all of the eight 
characters one after another without having to wait for 
the system to cycle through them. 
Start the game and let the title screen go by. When the 
first profile of a fighter is displayed, press and hold the 
Land R pads at the top of Controller 2. Hold them down 
and watch the profiles go by. 


Street Fighter II is a trademark of Capcom. © 1992, Capcom. 
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Street Fighter Il Turbo™ 


Graphics/Sound: 8 | Response/Playability: 8.5 
Fun/Realism: 8 Ultimate Score: 8.2 


More gore, punches and kicks galore. What more 
could you ask for? PARENTAL GUIDANCE 


New for Christmas of 1993, this is an update of last year’s 
blockbuster, bringing in even more of the real action from 
the arcade in a gigantic 20-megabit cartridge. This is a 
global street: 12 fighters from across the globe have 
gathered for a knock-down drag-out championship battle. 
This game builds on the original version. If you are a 
Street Fighter II nut, you’ve got to have this one; if you are 
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entering the kick-and-punch world for the first time, go for 
Turbo first and skip the original. 

Each time you hit an opponent, his energy meter will 
decrease; when it is totally red, you are totally the winner. 
You must be victorious in two out of three rounds in order 
to advance to the next level. 

In the standard game, you can adjust the difficulty level 
of the computer opponent. 

The Vs. Battle mode permits two players to engage in a 
head-to-head battle. At the start of a challenge, you can 
handicap one or another player to attempt to make the fight 
a bit fairer. From the Options screen, use the Left or Right 
arrows to reduce or increase the number of stars to adjust 
the amount of damage that a player's punches and kicks 
will inflict. (The more stars on the screen, the more stars 
your opponent will see when you connect.) One or two 
players. 


CONTROLPAD 
(Note that button assignments can be changed from the 
Options screen.) 
BASIC MOVEMENTS 
Arrows: Press Right to move forward. 
Press Left to engage a defensive posture. 
Press Up to Jump. 
Press Down to Crouch. 
Press Up/Right for a Forward Flip. 
Press Up/Left for a Back Flip. 
Press Down/Right for an Offensive Crouch. 
Press Down/Left for a Defensive Crouch. 


BASIC PUNCHES 
Y Button: Light Punch/Jab. 
X Button: Medium Punch. 
L Pad: Hard Punch. 


Super NES Hot Hits 79 


BASIC KICKS 
B Button: Light Kick. (Short.) 
A Button: Medium Kick. 
R Pad: Roundhouse Kick. (Slow but very powerful.) 


THROWS AND HOLDS 

Push forward against an opponent and then press the Hard 
Punch button to throw or hold, depending upon the 
particular skills of your fighter. 


SCORING 

THE WORLD WARRIORS 

Ryu. A native of Japan, he uses the Shotokan Karate style 
of fighting. 

Fireball. Ryu can channel all of his energy into a wave of 
power that flies from his hand and whomps into an 
opponent. Press Down, Down/Right, Right and then any 
Punch button in one continuous series. 

Dragon Punch. A power uppercut. Press Right, Down, 
Down/Right and any Punch button in one continuous 
series. 

Hurricane Kick. Ryu can spin like a whirlwind and deliver 
a heck of a kick. Press Down, Down/Left, Left and any 
Punch button in on continuous series. To perform a 
Hurricane Kick in mid-air, jump first and then press the 
buttons listed above. 

Ken. An American trained in Shotokan Karate, he has the 
same skills and special moves as his sometimes buddy 
Ryu. 

Edmond Honda. A 304-pound fighter from Japan, is it any 
wonder that his fighting style is Sumo? 

Hundred Hand Slap. His hands move so quickly they are 
a blur. Press any punch button repeatedly. 

Sumo Head But. Press the Left arrow and hold it for two 
seconds; then press at the same time the Right arrow and 
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any punch button. 

Sumo Squash. Three hundred pounds of fighter leap into 
the air and come down upon an opponent. Ooof! Press 
and hold the Down arrow for two seconds; then press at 
the same time the Up arrow and any kick button. 

Blanka. A beast from the jungles of Brazil, he has his own 
special fighting skills. 

Electricity. Using a skill he learned from electric eels, 
Blanka can channel 1,000 volts through his skin, which 
makes him rather unpleasant to be near. Press any punch 
button repeatedly. 

Rolling Attack. Rock and roll into an enemy. Press and 
hold the Left arrow for two seconds; then press at the 
same time the Right arrow and any punch button. 

Vertical Rolling Attack. Bounce like a ball into an 
overhead attacker. Press and hold the Down arrow for 
two second; then press at the same time the Up arrow 
and any kick button. 

Guile. An American veteran of the Special Forces team, he 
is a fierce fighter. 

Sonic Boom. Guile can whip his hands through the air so 
fast that he creates a damages sonic boom that can stun 
an opponent. Press and hold the Left arrow for two 
seconds; then press at the same time the Right arrow and 
any punch button. 

Flash Kick. Think of it as a sonic boom going the other 
way; Sonic can whip his feet to create a vacuum that 
will damage an enemy in its path. Press and hold the 
Down arrow and hold it for two seconds; then press at 
the same time the Up arrow and any punch button. 

Chun Li. This is one tough woman, a Chinese national 
trained in Kung Fu. 

Lightning Kick. Press any kick button repeatedly. 

Whirlwind Kick. Your basic upside-down spinning kick. 
Press and hold the Down arrow for one second; then 
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press at the same time the Up arrow and any kick button. 
To perform the Whirlwind Kick in mid-air, jump into 
the air first and then press the buttons listed above. 

Fireball. Not quite as powerful as Ken or Ryu’s zinger. 
Press in one continuous motion: Left, Down/Left, 
Down, Down/Right, Right and any punch button. 

Zangief. A bear of a Russian wrestler. 

Spinning Clothesline. A whirl with both arms 
outstretched. Press any two punch buttons at the same 
time. 

Turbo Spinning Clothesline. Shorter but more powerful 
than the original. Press any two kick buttons at the same 
time. 

Spinning Pile Driver. Grab an opponent, flip him upside 
down and then screw him into the ground. Press the 
arrow keys in a series that quickly moves in a complete 
circle around the controller and then press the punch 
button as you reach the end of the circle. 

Dhalsim. A little guy from India, his Yoga moves pack a 
lot of power. 

Yoga Fire. Spit fire. Press Down, Down/Right and Right in 
one continuous motion and then press any punch button. 

Yoga Flame. Produce a cloud of flame. Press Left, 
Down/Left, Down, Down/Right and Right in one 
continuous motion and then press any punch button. 

Yoga Teleport. Now you see him, now you don’t; now 
he’s in front of you and now he’s behind. 

To appear in front of your opponent, press Left, Down 
and then Down/Left in one continuous motion and then 
press all three punch buttons or all three kick buttons; 
the punch buttons will bring you close to your opponent, 
while the kick buttons will place you farther away. 

To appear behind your opponent, press Right, Down and 
then Down/Right in one continuous motion and then 
press all three punch buttons or all three kick buttons; 


82 Ultimate Unauthorized Nintendo Super NES Game Strategies 


the punch buttons will bring you close to your opponent, 
while the kick buttons will place you farther away. 

Balrog. A former American heavyweight boxing 
champion. 

Turn Punch. Press and hold all punch buttons or all kick 
buttons for two seconds and then release them. 

Dash Punch. Press and hold the Left arrow for two 
seconds; then press at the same time the Right arrow and 
any punch or kick buttons. Punch buttons will make 
Balrog through a straight punch, while kick buttons will 
result in an uppercut. 

Vega. He blends an unusual combination: Japanese 
Ninjutsu with Spanish bullfighting. 

Claw Dive. Press and hold the Down arrow for seconds; 
then press at the same time the Up arrow and any kick 
button. In mid-air, push the arrow toward your opponent 
and press any punch button. 

Wall Leap. Press and hold the Down arrow for two 
seconds; then press at the same time the Up arrow and 
any kick button. In mid-air, push the arrow toward your 
opponent and press any punch button. 

Claw Roll. Press and hold the Left arrow for two seconds; 
then press at the same time the Right arrow and any 
punch button. 

Sagat. The former King of the Street Fighters (defeated 
narrowly by Ryu), Sagat fights in the fierce Muay Thai 
style of Thailand. 

Tiger Uppercut. Press in one continuous motion the Right, 
Down and Down/Right arrows and then any punch 
button. 

Tiger Knee. Press in one continuous motion the Down, 
Down/Right and Up/Right arrows and then any kick 
button. 

Tiger Shot. A mysterious projectile produced from within. 
Press in one continuous motion Down, Down/Right, 
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Right and then any punch or kick button. The punch 
button will throw a high shot, while the kick will throw 
a low shot. 

M. Bison. The mystery man, whose history and training is 
completely unknown. 

Psycho Crusher. A flying, spinning, flaming assault. Press 
and hold the Left arrow for two seconds; then press at 
the same time the Right arrow and any punch button. 

Scissor Kick. Press and hold the Left arrow for two 
seconds; then press at the same time the Right arrow and 
any kick button. 

Head Stomp. Press and hold the Down arrow for two 
seconds; then press at the same time the Up arrow and 
any kick button. After stomping, press the arrow key 
toward your opponent and press any punch button. 


POWER PLAYER HINTS 
Extinguish a Fireball with a Fireball. 

The best offense is often to lay back as much as possible 
and wait for your opponent to make a mistake and drop his 
guard a bit; that is the time to pounce. 

As you get to know the game, play as each of the 
characters. You will not only learn which fighter is the one 
you want to go into battle with, but you will also find out 
about the strengths and weaknesses of all of your future 
opponents. 3 


Street Fighter II Turbo is a registered trademark of Capcom Co., Ltd. 
Copyright Capcom, 1993. 
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Super Mario Kart™ 


Graphics /Sound: 7.5 Response/Playability: 8 
Fun/Realism: 8 Ultimate Score: 7.8 


Mario, driven to extremes. 


TOP SECRET! 

Making Money the Old-Fashioned Way. If you are good 
enough to win every cup race, including the "final" 
competition in the 100cc Class you will be rewarded 
with a hidden 150cc Class competition with a 
Mushroom, Flower, Star and Special cup race. It's the 
same as the 50cc and 100cc competitions, only much 
harder. 

Let's Get Small! From the Character Selection screen, 
press and hold down Button Y and then press Button A 
in choosing a racer for the Grand Prix or Match Races 
mode. Your new driver will shrink half size or smaller. 
The tiny racer will handle better than fullsize vehicles, 
but it can be squashed. If your car is crunched, you will 
drop to last place and lose most of your earnings. 

Let's Get Fast! Here's a way to pick up an instant turbo 
boost. When the Lakitu arrives with the starting lights 
(they call that a Christmas Tree in real racing), be ready 
when the first light flashes and beeps. Immediately after 
the beep, press and hold the B Button. After all of the 
lights have flashed, you will zoom ahead of the other 
starters. Note that the timing may be different for the 
various characters in the game; you'll have to 
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experiment a bit to find just the right moment to press B. 
Once you’ve discovered it, we suggest you write down 
the secret. 

Let’s Get Computerized! Begin a one-player game and go 
to the Time Trial and select the driver selection screen. 
Press Start on Controller 2 and you should see “COM” 
(as in computer) above the Princess. Go back to 
Controller 1 and select a driver, and then use Controller 
2 to choose a driver for the COM car and then choose a 
course. Go to the Time Trial and you will be joined by a 
computer-controlled competitor. 

Let’s Get Dark! Go into Battle Mode in a 2-player game. 
When a player has only one balloon left, that player 
should press and hold the B button. Don't let go . . . 

Let’s Get Advanced! Here’s how to gain access to five 
hidden courses in the one-player Time Trials or two- 
player Match Race modes. At the Course Select menu, 
point the selector at “Mushroom Cup” and then press L, 
R, L, R, L, L, R, R and finally A. (Note these are the L 
and R pads at the top of the controller.) The screen 
should now read “Special Cup.” These are the courses 
that ordinarily are only available after you have brought 
home the gold in each of the first three cup challenges. 

Let’s Get Slippery! The manual tells you how you can drop 
banana peels behind you, but did you know you can also 
throw them in front? Press the Up arrow when you press 
A and the yellow fruit will be launched ahead of you— 
time it right and you can knock off the racer in front. 

Let’s Get Redundant! If you can manage to finish a one- 
player time trial race without hitting any obstacles or 
barriers, select Replay to enjoy it all over again and this 
time press the L or R pads to change the view. 

Let’s Get Silly! You won’t win the race, but just for 
giggles you can drive around the track in the wrong 
direction against traffic. At least this way you don’t have 
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to worry about someone passing you from behind. 

Let's Get Ghostly! Engage in a spectral race with this 
code: choose a one-player Time Trial match with any 
driver and then select Mario Circuit 1. Complete the 
course without bumping into any of the walls or rails 
and then head for Retry. When the light for the next race 
turns green, you'll have a ghostly competitor. 


POWER PLAYER HINTS 

You're New Around Here, Aren't You? The best drivers 
for new gamers are Mario, Luigi, Koopa Troopa or 
Toad. Mario and Luigi are the most balanced drivers, 
equal in acceleration, top speed and driving control. The 
Princess and Yoshi have the fastest acceleration to top 
gear. Bowser and Donkey Kong, Jr. are the big guys on 
the track and not too swift in acceleration, but once they 
are at top speed they are the fastest. Toad and Koopa 
Troopa are the easiest to control but have only average 
speed and acceleration; they're great to use to learn how 
to drive, but when you are ready to take the training 
wheels off, find someone else. 

Think Ahead. If your vehicle is about to be launched into 
midair, or is already flying—and you know you will 
have to make a sharp turn when you land— go ahead and 
turn your wheels just as the cart takes to the air. This 
way you will start into a turn as soon as the front wheels 
touch the track. 

Go for the Gophers. When a gopher tries to hitchhike on 
your driver, press the L and R pads rapidly to shake him 
off. Otherwise his weight will slow down your cart. 

Not Available at All Dealers. Your vehicle includes some 
special features that may help you get past some unusual 
road hazards such as Yoshi eggs, poison mushrooms and 
banana peels. Just fire a shell from the on-board 
launcher. Be careful, though, with green shells which 
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can ricochet and come back to hit you. 

Don’t Eat That Mushroom. Save your mushroom for the 
final dash for the finish line. If you feel you absolutely 
must use it before then, don’t waste it on a turn: save it 
for a straightaway. 

No Points for Politeness. In the tough 100cc class races, 
you will have to be very aggressive to win. Practice your 
power slide—go into a turn and then press the L or R 
pad to slide. And don’t be shy about trying to bump one 
of your opponents to slow them down or even drive 
them completely off the course. You can even launch a 
shell at them. 


Super Mario Kart is a trademark of Nintendo. Copyright 1992, 
Nintendo of America. 
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Taz-Mania™ 


Graphics/Sound: 9.1 Response/Playability: 9.2 
Fun/Realism: 9 Ultimate Score: 9.1 

As real as a cartoon can get, and more fun than a 
bone in the eye. 


Here’s one of the more realistic cartoon games we’ve 
seen—if that isn’t too much of a contradiction. You will 
control Taz as he races across the Outback of Tasmania in 
one of the goofiest road races of all time. He will have to 
avoid pterodactyls, wild hunters, mud, oil slicks, black 
holes, trees and stop signs among other things. It’s a 
madcap race and a lot of fun. 

The goal of the game, by the way, is to collect Kiwi 
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birds before time expires or his health meter runs out. 
One player only. 


CONTROL PAD 

Arrows: Press left or right to move Taz in those 
directions; press Up to run toward the top of the screen 
and Down to reverse and come right at you. You can 
also press Up and Down to pump up Taz after he has 
collided with an object. 

Y Button: Tornado Spin. 

X Button: Collect items. 

B Button: Jump. 

A Button: Immediate stop. 

L Pad: Look around. 

R Pad: Throw a tantrum. 


CHARACTERS 
The most important characters of this game—other than our 
friend Taz—are the Kiwi Birds scattered throughout each 
level. Taz must snarf down the specified number for each 
level in order to advance. Kiwis are not as dumb as they 
look, though. They can speed up, slow down, jump over 
and perform all sorts of special moves to avoid being 
collected. And they get smarter as the game goes on. 
eventually conspiring to lure Taz into traps. 

Wendal T. Wolf. Talk about your endangered species: this 
nervous guy is the last of his species! Luckily, we guess, 
he has Taz as his protector. He does, though, have an 
unfortunate habit of jumping onto Taz's back when he is 
scared, covering his protector's eyes. Avoid him by 
jumping over him, or perform a tornado spin to throw 
him off. 

Bull Gator & Axl. The trophy hunters of Taz-mania, 
they'll try all sorts of dirty tricks to attempt to trap Taz 
and take him to the zoo. Watch out for oil slicks, glue 
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patches or other hazards. Taz can jump, or use his 
tornado spin to cut their scooter down to size. 

Didgeri Dingo. You'll never know what the delivery man 
has for you until you grab one one of the packages. It 
could be an important Power-Up like spring shoes or 
rocket skates, or it could be points or health meter units. 
Then again, it might be a stick of TNT and that’s not the 
sort of blast Taz has in mind. 

Tasmanian She-Devil. Look out for this femme fatale; it’s 
curtains for Taz if she can sink her hooks into him. 

Pterodactyls. We must go way, way out in the outback; we 
thought these guys were gone long ago! If one can grab 
a hold of Taz, they will fly him back the way he came 
and he’ll have to start over again. Taz may be able to 
escape if you can wiggle him left and right very fast. 


SPECIAL ITEMS 

For every 100,000 points collected, an extra continue is 
awarded. 

Kiwi Birds. 1,000 points. 

Blue Bird. 250 points. 

Red Bird. 250 points and 10 seconds on the clock. 
Bushrat. 500 points. 

Bone. 100 points. 

Meat. 200 points. 

Steak. 300 points. 

Clock. Adds 30 second to the remaining time.. 
Trophy. A 1-Up. 


LEVELS 
When you have completed a level, a bonus screen will 
appear listing the value of all of the objects you have 
collected and also awarding extra points for any time 
remaining on the clock. 

After each three levels of play you will enter a bonus 
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stage worth valuable points; collect as many objects as you 
can during the available time. 


POWER PLAYER HINTS 

Which Way Did I Go? The little window in the lower 
right corner is a rear view mirrow, showing you 
anything that may be coming up on you from behind— 
or showing you something you have passed. Hmmm... . 
we wonder if it would make sense from time to time to 
turn Taz around and grab a special item he missed the 
first time? 

Kiwi Picking. Don't approach a Kiwi too closely from 
behind, or they will scurry away. Instead, come at them 
from the opposite side of the road and move sideways to 
scarf them down. Or, you can jump on one. 

Backwards Kiwi Picking. If a Kiwi comes up from 
behind, put on the brakes and press the grab button for a 
quick meal. 

Spin Dry. Taz can usually spin his way across deep water 
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without getting wet. He can also use the spin to fly over 
the black ravines without falling into them. 

Woman Trouble. When the She-Devil is in your rear view 
mirror, you can usually avoid her grasp by spinning to 
the extreme left or right side of the road. 


Taz-Mania, characters, names and all related indicia are trademarks of 
Warner Bros. Copyright 1993. Game copyright 1993 Sun Corporation of 
America. 
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The Terminator?" 


Graphics/Sound: 7.5 Response/Playability: 7.5 
Fun/Realism: 7.5 Ultimate Score: 7.5 

Back from the future, with some very powerful 
weapons and no conscience. 


That was then, and this is now. Or is it the other way 
around? The Terminator is a back from the future story that 
begins in Los Angeles of the year 2029 but is fought on the 
streets of L.A. today. 

The Terminator was not a gentle and peaceful movie and 
the game of the same name is every bit as much a shoot- 
first-and-maybe-ask-questions-later video cartridge. It is a 
dark game— in the image on screen and the story it 
presents. 

It seems that the evil Skynet Computer System of 2029 
has hatched a plot to destory the human race, but is being 
battled fiercely by the Human Resistance forces, lead by 
John Connor. Skynet is unable to get to John Connor, but 
comes up with a plan to go back in time and kill Sarah 


92 Ultimate Unauthorized Nintendo Super NES Game Strategies 


Connor who will one day become John Connor's mother. 
They send The Terminator back to today's Los Angeles. 

Still with us so far? Okay, so you are Kyle Reese, a 
member of the Human Resistance and you have been sent 
back in time, too, to protect Sarah and try to terminate The 
Terminator. 

And do you believe we have gotten this far without 
cracking any Arnold Schwartzenegger joke? Hasta la vista, 
baby! One player only. 


CONTROL PAD 

LEVEL ONE (Human Resistance Base, the year 2029. 
Skynet has caused a nuclear holocaust and populated the 
remains of civilization with Terminators. You are Kyle 
Reese, and you have been dispatched on behalf of the 
humans to battle your way to the Time Displacement 
Lab of Skynet to go back in time.) 

Arrows: Press Right or Left to run or aim truck gun in 
those directions. 
Press Down to Kneel down or go down a ladder. 
Press Up to aim weapons up or to climb a ladder. 

Y Button: Fire standard gun. 

X Button: Fire special weapon. 

B Button: Jump. 

A Button: Throw grenades. 

L Pad: Slow down truck. 

R Pad: Speed up truck. 


LEVEL TWO (Los Angeles Alley in the year 1984. Kyle 
Reese has followed the Terminator to a dingy alley; 
there you must fight off gangs of punks and thugs with 
guns, grenades and your wits. You'll climb to the roof 
and jump from building to building, eventually facing a 
battle against a combat helicopter.) 

Arrows: Press Right or Left to run in those directions. 
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Press Down to aim gun down or go down a ladder. 
Press Up to aim gun up or climb a ladder. 

Y Button: Press to fire gun. 

B Button: Jump. 

A Button: Throw grenades. 


LEVEL THREE and LEVEL FIVE (On the streets of Los 
Angeles, in Level Three Kyle and Sarah attempt to elude— 
or destroy—the Terminator. The level ends at a police road 
block. In Level Five, it's back to the streets as the 
"Terminator chases the pair from a motel room into a wild 
car chase. The level ends with a fiery crash with a gasoline 
truck—but the Terminator is still hot (sorry) on their tails.) 

Arrows: Press Right or Left to drive in those directions. 

Y Button: Fire left. 

X Button: Slow down; release to speed up. 

B Button: Fire to rear. 

A Button: Fire right. 

L Pad: Fire left. 

R Pad: Fire right. 


LEVEL FOUR (Kyle has been captured and is held at the 
L.A. Central Police Station. He makes his escape and 
searches for Sarah Connor, somewhere in the building. 
He fights against escaped prisoners, eventually capturing 
some weapons, ammunition and a bulletproof vest; don't 
shoot the police, though. Be sure to open every door— 
carefully. The level ends when you locate Sarah.) 

Arrows: Press Right or Left to move in those directions. 

Press Down to kneel down, to pick up an item or to go 
down a ladder. 

Press Up to aim gun upward or to climb a ladder. 

Y Button: Fire weapon. 

X Button: Open door. 

B Button: Jump. 

A Button: Punch. 
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LEVEL SIX (The final battle takes place within a factory. 
Kyle must find a way to stall the Terminator while Sarah 
constructs a bomb to cripple their pursuer and win the 
game.) 

Arrows: Press Right or Left to move in those directions. 
Press Down to kneel down. 

B Button: Jump. 

A Button: Club with a pipe. 


The Terminator is copyright 1984 by Cinema ‘84, a Greenberg 
Brothers Partnership. All rights reserved. Licensed by Hemdale Film 
Corporatiob. The Terminator TM designates a trademark of Cinema ‘84, a 
Greenberg Brothers Partnership. Sublicensed by Bethesday Softworks. 
Software copyright 1993 Mindscape Inc., a Software Toolworks 
Company. All rights reserved. 
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Tiny Toon Adventures: 
Buster Busts Loose!™ 


Graphics/Sound:9 Response/Playability: 9 
Fun/Realism: 9 Ultimate Score: 9 
Acme University’s stars of stage, screen and the 
football field. 


They’re tiny, they’re toony, and they’re all a little loony. 
And in this cartoony cartridge they’re invading your Super 
Nintendo with a fun-silly game. 

Buster Bunny will be your host in an adventure that 
includes fun at school, a showdown in the Old West against 
Montana Max, a football game, a treasure hunt and (of 
course) a kidnapped princess (Babs Bunny). 

If you've ever seen the Tiny Toons TV show, you'll feel 
right at home in this clever translation to video game; if 
you haven’t, ask the nearest kid. One player only. 


CONTROL PAD 

Arrows: Moves your character up, down, left or right. 
Press Down while running to slide. 

X or Y Button: Drop Kick. 

B Button: Jump. Press X or Y button in mid-air to Drop 
Kick for longer distance. Press together with X or Y 
button while running to make a jump kick. 

L/R Pads: Dash. 
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OPTIONS 

There is a full set of options available by selecting the 

options screen. 

Game Level. You can choose among three difficulty 
settings: 

Children. 3 Busters, 3 Life Hearts at Start, 5 Maximum 
Life Hearts and Unlimited Continues. 

Normal. 3 Busters, 3 Life Hearts at Start, 5 Maximum Life 
Hearts and 5 Continues. 

Challenge. 3 Busters, 1 Life Heart at Start, 3 Maximum 
Life Hearts and 3 Continues. 
The levels also differ in the intensity of play. 

Control. Select alternate assignments for the buttons on the 
control pad. 

Sound Test. Listen to any of the sounds of the game. 

Sound Mode. Choosen Stereo or Mono sound output. 


SPECIAL ITEMS 

Buster Bunny Doll. A 1-Up. 

Carrot Trophy. The Silver version will restore one health 
heart; the Gold version will restore all health hearts, and 
the Crystal trophy will increase by one the maximum 
number of hearts you can accumulate. 

Gogo Dodo Trophy. The Silver version will fill your dash 
gauge; the Gold version will bestow temporary 
invincibility, and the Crystal trophy will remove all 
enemies from the screen and replace them with valuable 
stars. 

Star. Each time you bump into or kick an enemy it will be 
replaced with a star. Go back and retrieve the star and 
collect them; with each 100 you gather, you will earn an 
extra Buster. 


LEVELS 
Stage 1: Big Trouble at ACME Looniversity. 
Stage 2: The Western Movie. 
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Stage 3: Spook Mansion. 

Stage 4: Looniversity Football. Just when you least expect 
it in this game, a football match breaks out in stage 4. 
It’s actually a pretty standard game, if you can accept 
the fact that instead of 300-pound hulks you’re playing 
with Hamton, Plucky and Buster. 

The point of football is to advance the ball down the 
field into the end zone. You must move the ball at least 
10 yards in four tries (called downs); if you are able to 
move the ball that far, you will receive a new set of four 
downs. You can move the ball by running, or by 
catching the ball that Plucky (the quarterback) will 
throw. 

The game lasts 15 minutes in Children level, 7 minutes 
in Normal level and 4 minutes in Challenge level. The 
clock stops after an incomplete pass and resumes with 
the next play. 

Stage 5: Buster’s Sky Jinks. 

Stage 6: Space Opera. 


BONUS GAMES 

At the end of each stage you will be able to spin the wheel 

to choose a wild and wacky bonus game to earn additional 

Busters. When the wheel is spinning, press the B button to 

put on the brakes. 

Mystery Weight Challenge. Who is better at guessing the 
weight of cartoon characters— you or the Acme 
Weight-a-Tronic 5000? You will have five chances to 
select the heavier character, and you will earn a 1-Up 
with each correct guess. 

Hungry Boy Hamton. Slide the panels to open the road so 
Hamton can eat as many apples as he can in the 
available time. You will earn a 1-Up for each fruit he 
devours. Use the arrow keys to move, and press A, B, X 
or Y to speed him up. If Hamton falls through a hole the 
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bonus game is over. 

Plucky Duck's Go-Go Bingo. It's harder than it looks. 
Line up five Tiny Toons characters across, up and down 
or on the diagonal to earn a 1-Up. If you can align all of 
the tiles, you will earn 12 Busters! You will have six 
chances; press any button to start the ball. 

Furrball's Championship Squash. Your goal is to hit the 
ball against the wall 15 times in a row; if you can hit one 
of the other characters streaking by, that's even better. 
Use the arrow keys to move Furrball left or right and 
press the B button to hit the ball. Each time you hit the 
wall you will earn a unit on the gauge displayed to the 
right; if you miss, the gauge will reset to zero. When you 
make 15 in a row, you will be rewarded with a 1-Up. 

Find Your Friends! Race through the maze, controlling 
Babs, as she tries to rescue her friends being held by Elmyra 
within the time available. Be on the lookout for these 
unpleasant guys: Dizzy Devil and Arnold the Pit Bull. 


TOP SECRET 

Looney Toons. To jump to one of the levels of the game, 
enter the following code (using pictures of the 
characters) at the password screen: 


Babs/Gogo/Montana Max Level 1 
Plucky/Bookworm/Elmyra Level 2 
Montana Max/Calamity/Shirley Level 3 
Bookworm/Plucky/Babs Level 4 
Gogo/Calamity/Lil’ Beeper Level 5 
Montana Max/Babs/Sweetie Level 6 
Or, Try These: 

Little Beeper, Montana Max, Elmira — Level2 
Gogo, Shirley the Loon, Sweety Level 3 
Bookworm, Plucky, Babs Level4 


Montana Max, Babs, Sweety Level 5 
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Choose Your Own Bonus Game. One of the fun parts of 

this adventure are the hidden bonus games within the 
game. To jump directly to one of them, try this trick. 
From the title screen, move the-cursor to the Password 
option and press Start. Passwords in this game are 
entered using the faces of characters. 
Place Elmyra in box one, Shirley the Loon in box two 
and Calamity Coyote in box three and then press Start. 
The screen will clear and be replaced by a menu listing 
all of the available bonus games. Move the cursor to the 
one you want to play and then press Select and then 
Start to jump directly to it. 


Tiny Toon Adventures, characters, names and all related indicia are 
trademarks of Warner Bros., a Time Warner Entertainment Company. 
Copyright 1992. Buster Busts Loose is copyright 1992 Konami. All rights 
reserved. 
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Turtles in Time ™: 
Teenage Mutant Ninja 
Turtles? IV 


Graphics/Sound:8 Response/Playability: 8 
Fun/Realism: 8 Ultimate Score: 8 


Like, awesome dude. It’s a real kick. 


Cowabunga, dudes. More Turtle adventures, just like the 
other games, only more so. Look, we’re just not going to 
even try to explain the Teenage Mutant Ninja Turtles to 
you: if you don’t know who these guys are, just find some 
kid to explain it to you. 

Here’s the story line on this latest adventure for the 
mutated pre-adult Ninja-fighting pizza-loving tortoises 
named after Renaissance painters: It seems that the guys’ 
favorite television reporter April O'Neil is in the middle of 
a live report broadcast from New York’s Statue of Liberty 
when all of a sudden a huge, strange creature descends 
from the skies and steals Miss Liberty! Even in New York, 
that’s a major story. 

It’s up to you to control one of the four turtles in a non- 
stop kick-and-punchfest that leads first to the heart of the 
Technodrome where Shredder is in charge of the mayhem. 
When you defeat him, he goes down with a bang, capturing 
you all within a high-power Matrix Translocation Beam. 
And you know what that means, don’t you? Well, it means 
your turtle guys will all be sent back in time to fight a 
series of historic battles against Shredder and his gang. 
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Cowabunga! One or two players. 


CONTROL PAD 

TMNT IV wins our award for the game with the greatest 

number of customizable button assignments. From the 

Options screen you can choose button selections A through 

L (17 choices) to assign the Attack, Jump and Special 

Move to the A, B, X, Y buttons or a combination of two 

buttons for the special moves. Following is the default key 

assignment, called Mode A. 

Arrows: Press to move your Turtle on the screen. 
Press and release the Left or Right arrow and then press 
the arrow a second time to send your turtle into a Dash. 
(You can also turn on Automatic Dash from the Option 
screen, which makes a Turtle run anytime you press a 
directional arrow.) 

Y Button: Press to attack. 

B Button: Press to jump. 

B and Y Buttons: Press together for Special move. 

Start: Press to lock in your decisions from menus. 

Select: Press to pause the game. 


SPECIAL ATTACK MOVES 

The following special moves use the standard assignment 

of the Y button for Attacks; if you have selected a different 

key assignment for Attacks, substitute that button in the 
following moves. 

Catapult. To toss a Foot Clanner a few feet, move toward 
an enemy and press the Y button while holding an arrow 
key. 

Whipit. To grab an enemy and flip him into the ground, 
come alongside and press the Y button. 

Bulldozer. Dash to the enemy and press the Y button to 
plow right through him. 

Foot Flinger. While dashing toward an enemy, press the B 
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and Y buttons at the same time to launch a Flying Foot 
Kick. 

Snake Killer. While dashing, press the B button followed 
by the Y button for a Sliding Kick. 

Cannon Ball. Start a dash and press the B button at the 
same time; when the spinning starts to slow, press the Y 
button to go bowling. 

Box of Hard Knocks. A super-powerful move, but one 
that should only be used in a real emergency since it will 
automatically use up one of your extra lives. All ya gotta 
do is grab the red box with the black ball on it and your 
turtle will knock through every enemy in his way for a 
short period of time. 

Duck, Turtle (Versus Mode Only). Press the B and Y 
buttons together to duck down and out of the way of an 
attack. 


CHARACTERS 

Leonardo. The most balanced of the turtles, he does 
everything well but nothing extraordinarily well. His 
special attack is his Spin Move. 
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Michaelangelo. His attack and special move (the Far 
Flung Flying Fongula) is superior, and his defensive 
abilities are better than average, but he falls down in 
speed and rush attack. 

Donatello. When he launches his High Flying Kick in the 
Teeth, he is almost unstoppable. That’s good, since his 
defensive ability and speed are mediocre and his normal 
and rush attacks merely ordinary. 

Raphael. Quicker than a hare, his speed, rush attack and 
special move (Super Bombastic Stationary Kick) are 
almost off the scale. His normal attack, though, is 
merely normal and his defense rating is the poorest of all 
the turtles. 


LEVELS 

Level 1: Downtown 

Level 2: Alleycat Blues 

Level 3: Sewer Surfin’ 

Level 4: Technodrome 

Level 5: 2,500,000 BC: Prehistoric Turtlesaurus 

Level 6: A.D. 1530: Skull and Crossbones 

Level 7: A.D. 1885: Bury My Shell at Wounded Knee 

Level 8: A.D. 2020: Neon Nightriders 

Level 9: A.D. 2100 Star Base: Where No Turtle Has Gone 
Before 

Level 10: A.D. 1992: The Final Shell-Shock 


TOP SECRET 

More, You Want More? Here’s the key to picking up a 
second set of Continues. Play a 1-player game, but have 
two controllers plugged into the deck. When you are 
down to your last life and about to end the game, press 
Start on Controller 2. You will enter the game as Player 
2 at that point, with a full set of Continues. 

A Tuneful Tip. At the title screen, select Option Mode and 
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then choose Hard Mode. Select STAFF in the sound 
test. Then press Button B to play the tune and finally 
press Button Y. The song will change . . . 

More, More, More. If you are really determined to get 
deep into this game, here's a clue that will allow you to 
boost your extra lives to 10, in a 1- or 2-player game. 
Plug controllers into both ports on the Super NES and 
turn on the game; wait for the title screen and then use 
Controller 2 to enter the standard Konami code that 
works in most but not all of the company's games: Up, 
Up, Down, Down, Left, Right, B and A. 

Using Controller 1, move on to the options screen and 

adjust the number of lives: a new choice of 10 will be 

listed. You can then choose one or two players and 

begin the game. 

Teenage Mutant Ninja Turtles and the distinctive likenesses thereof 
are registered trademarks and copyright 1991 by Mirage Studios. All 


related characters and indicia are copyright 1991 Mirage Studios. Turtles 
in Time is a trademark of Konami, Inc. Copyright 1992 Konami. 
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Vegas Stakes™ 


Graphics/Sound: 7.5 Response/Playability: 7.5 
Fun/Realism: 7.5 Ultimate Score: 7.5 

A lot cheaper than a junket to Las Vegas; the 
most detailed and accurate gambling simulator 
we have seen. 


Viva Las Vegas: here is a safe way to play the leading 
games of the gambling casinos, risking nothing more than 
the cost of a Super NES game pak. 

Vegas Stakes offers a full simulation of the rules, 
protocols and payoffs of blackjack, roulette, slots, craps 
and seven-card stud. It’s a lot of fun by itself and a realistic 
way to practice before you try the real thing. 

The game also includes a mini adventure game in which 
you and a group of friends are heading to Vegas with a nice 
and simple goal: to start with a $1,000 bankroll and try to 
leave with $10 million. It happens all the time, we're told . . 
. but not to us. 

In the single-player game you will meet all sorts of 
interesting people. Some of them will even try to help you 
and some may try to cheat you. This game can be played 
with the standard SNES control pad or with the SNES 
mouse. Up to four players in alternating turns. 


CONTROL PAD 

Arrows: Select wager position, or change highlighted 
choice. 

A Button: Place wager or confirm choice. 
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B Button: Remove wager. 

X Button: End wagering. 

L and R Pads: Check game rules or wagering 
information. 

Select: Consult with your companion to check rules, get 
advice or quit a game. 


SUPER NES MOUSE 

Left Mouse Button: Place wager or confirm choice. Move 
the mouse to position the cursor and then click the left 
button to confirm your choice. When wagering, move 
the cursor and double click quickly. 
When making a choice from a menu, if you double click 
without identifying an option you will automatically 
select the default choice. 
Move the onscreen cursor to the Companion Icon and 
click on it with the left button to consult with your 
companion to check rules, get advice or quit a game. 
(The Companion Icon will only be displayed on screen 
when a mouse is being used.) 
Move the onscreen cursor to the Return Icon and click 
on it with the left button to end wagering in Roulette and 
Craps games. 

Right Mouse Button: Remove a wager. Move the 
onscreen cursor over a bet and click the right button to 
remove it. 


SLOT MACHINE 

Various slot machines at the casinos will accept chips from 
$1 to $1,000 and as many as 5 chips can be bet at one time. 
Payoffs range from 2-to-1 for a single cherry to 200-to-1 
for 7-7-7. (If you were to bet five $1,000 chips and draw a 
triple seven, you would win a cool million with one pull.) 


BLACKJACK 
Blackjack, also called 21, is one of the more popular casino 
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games and—on one level—one of the easiest to play. All 

you have to do is request cards from the dealer, one at a 

time, until you get as close to a card value of 21 as you can. 

If you get closer to 21 than the dealer, you win; if you go 

over 21 or if the dealer is closer to that magic number you 

lose. If you and the dealer tie, your bet is returned to you. 

Betting is relatively simple, too. You are always betting 
against the dealer, always betting that your card value will 
be better than his or her’s and there are only a few 
variations in betting schemes, including doubling down and 
splitting, which we will explain in a moment. 

Numbered cards, from 2 to 10, are counted at face value. 
Face cards (jacks, queens and kings) count as 10. An ace 
counts as 1 or 11, whichever suits your purposes. 

If you score 21 (an ace together with a king, queen, jack 
or 10) with your first two cards,. turn them over 
immediately and collect at 3-to-2, which is the same as 1 
1/2 times your bet. If your first two cards don't total 21, 
you can either “stand” (refuse additional cards) or request a 
“hit” (an additional card). You can request as many hits as 
it takes to either approach a total of 21 or be "busted" (to 
exceed 21 and lose). 

Although you are free to do just about anything at the 
table, the dealer must stand with cards totaling 17 or more, 
and must hit for any total under 17. 

If the dealer busts, all players still in the game win. If 
your cards are closer to 21 than the dealer's you will win 
your bet; if the dealer's cards are closer to 21, you will lose 
your bet. And if your card value is the same as the dealer's 
it is a "push" and your bet is returned to you. 

Doubling Down. If you think you have a strong hand with 
the first two cards you draw—a pair of cards totalling 9, 
10, or 11—you can double your bet and hope for a 
winning hand with the third card you are drawn. You 
will automatically stand with the hand you have. 
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Splitting Pairs. You can split two identical cards into two 
hands each with its own bet. The dealer will give you an 
additional card on each half of the pair and can stand or 
continue drawing on each hand. 3 

Insurance. If the dealer shows an ace as his “up” card, you 
can bet half of your original wager as insurance against 
the chance that the dealer will have a card worth 10 as 
his “hole” card. In other words, protection against the 
dealer having a blackjack. If the dealer does score 21, 
you lose your original bet but are paid 2:1 on your 
insurance bet. 


ROULETTE 
Round and round she goes, where she stops nobody knows. 
Some historians track the roulette wheel back to the ancient 
Chinese or Tibetans of 1,000 years ago; the famous French 
scientist and mathematician Blaise Pascal is credited with 
adapting the wheel to a casino game in 1655. 

In the standard Nevada game, the wheel is divided into 
alternating red and black compartments that are numbered 
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from 1 to 36; in addition, one compartment is numbered 0 
and another 00. A player can bet on any of the 38 numbers 
directly, and is paid off at 35:1. (Wanna know how the 
casino makes its millions? There is a 1 in 38 chance of a 
particular number coming up, and the winning payoff is 
35:1.) 

The 0 and 00 are excluded from the payoffs on 
red/black, odd/even, columns or rows. In other words, the 
casino wins all bets on color, odd/even or groups of 
numbers if 0 or 00 comes up. 

The roulette table includes boxes colored and numbered 
to correspond to the colors and numbers of the 
compartments of the wheel. The numbers are divided into 
12 rows and three columns; there are also betting boxes for 
group bets including red or black, odd or even, Ist 12, 2nd 
12 (13 to 24), 3rd 12 (25 to 36), 1-18, 19-36. There are also 
betting boxes for each of the three columns. Finally, there 
are betting boxes for 0 and 00. 

Single number, Single 0 or Double 00. Played as a 

straight number bet, pays off 35:1. 

0/00 or Two Number Split. Pays 17:1. 
Five Numbers. (Covers 0, 00, 1, 2, or 3.) Pays 6:1. 
Black/Red, Odd/Even, 1 to 18/19 to 36. Even money bet. 

Pays 1:1. 

Twelve Numbers or Section Bets. Covers all 12 numbers 

in selected section. Pays 2:1. 

Three Numbers. Covers three numbers across a row. Pays 

TET. 

Four Numbers. Covers four numbers touched by the chip. 

Pays 8:1. 

Six Numbers. Covers the six numbers in two rows. Pays 

SE 
Since no one bet in roulette is theoretically better than 

another (with the exception of the five-number parlay), 

it may make sense to concentrate on one type of bet and 


110 ' Ultimate Unauthorized Nintendo Super NES Game Strategies 


hope that your luck over the short term is better than the 
house advantage's chomp at your bankroll. 


CRAPS 

Dice have been used from antiquity and probably 

originated in Asia. Dice marked with dots have been 

recovered from Egyptian tombs, and Greek and Roman 
literature contains many references to dice playing. Craps is 

a form of the old English game of hazard. 

The thrower (called the shooter) makes a money bet, 
covered by one or more opponents. The shooter throws the 
two dice against the far wall of the craps table. If the first 
throw totals 7 or 11, the player wins, but if 2, 3, or 12 is 
thrown, the player loses. In any of these cases betting and 
throwing are repeated. 

If the throw totals 4, 5, 6, 8, 9, or 10, that number 
becomes the player's point, and throwing is continued until 
the same point is made again or a 7 is thrown. If the point is 
made, the player wins, but if a 7 is thrown, the player loses 
both the bet and the right to throw again. 

Following are some of the more common bets in craps: 
Pass Line. A bet placed on the Pass Line means you are 

betting with the dice and the shooter. If the shooter rolls 7 

or 11 (a natural) on the first roll, you win and are paid even 

money (one chip for each chip you have bet.) 

If the shooter rolls 2, 3, or 12 (craps), you and the shooter 

lose. Any other number (4, 5, 6, 8, 9, 10) is a "point" 

number and the bet rolls over. If the shooter rolls a point 
number again before a 7, you and the shooter win. 

Don't Pass Line. A bet on the Don't Pass Line means you 
are betting against the dice and the shooter, and the 
reverse of the pattern for the Pass Line applies. 

You will lose your bet on a 7 or 11 on the first roll, and 

will win on a 2 or 3. A 12 is a “standoff” with no winner 

or loser. If a 7 is rolled before the shooter makes his 
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point, you win and are paid at even money; if a point 
number is made before a 7 is rolled, you lose. ` 

Come. After the shooter has rolled a point number, you can 

place a bet on the “Come” line. 
You will win your even money bet if the shooter rolls a 
7 or 11, and lose if a 2, 3 or 12 comes up. Any other 
combination is a "come"point; if the come point appears 
before a 7, you win. 

Don't Come. After the shooter has rolled a point number, 
you can bet on the “Don’t Come" line. You will win 
even money if a 2 or 3 is rolled. A 7 or 11 is a loser, and 
12 is a standoff. If a come point is rolled before a 7, you 
lose. 

Proposition Bets. You can also place specific bets on the 
next roll of the dice. These include Any Craps, (2, 3 or 
12) which pays 7:1; Any Seven, which pays 4:1; a bet 
on 2 or 12, which pays 30:1; a bet on 3 or 11, paying 
15:1. These bets are not recommended by experts. 

Field Bet. Bet on the next roll of the dice by placing a chip 
in the Field box. You will be paid even money if a 3, 4, 
9. 10 or 11 is rolled; a 2 pays 2:1 and a 12 pays 3:1. 

Horn Bet. A four-unit bet that the next roll will come up 2, 
3, 11 or 12; even if you win, the house will keep three 
out of the four units as losing bets. This is an especially 
unattractive gamble, according to the experts. 


SEVEN CARD STUD POKER 

The game uses a single 52-card deck with no jokers. Aces 
have the highest value and deuces are the lowest, and all 
ranks have the same value. 

You'll start by placing your opening bet, called the ante. 
The dealer will then give each player two cards face down 
(in the “hole”) and one face up. The player with the highest 
value card showing will begin wagering, and the 
opportunity to “call” (match) the bet, “raise” (match and 
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then increase) the bet or “fold” (drop out of the betting and 
lose any money already wagered) will go around the table. 

The dealer will then give another card, face up, to each 
of the remaining players and a new round of betting will 
take place. The process will continue until there are four 
cards dealt face up; a final hole card will be dealt and there 
will be one more round of betting. 

The winner of the round will be the player who can 
make the highest five-card hard from the seven dealt. The 
rank of cards are as follows: 

Royal Flush. An ace-high Straight Flush. 

Straight Flush. Five cards in sequence, all of the same 
suit. 

Full House. Three of one kind and a pair of another. 

Flush. Five cards of the same suit but not in sequence. 

Straight. Five cards of two or more suits in sequence. 

Three of a Kind. Any three cards of the same rank; the 
other two cards have no value. 

Two Pair. Two sets of pairs and a fifth card. 

Pair. Two cards of the same rank and three cards of no 
value. 

No Pair. No value. 


POWER PLAYER HINTS 
You cannot mix control pads and mice in a multi-player 
game. You must use two controllers or two mice. 


Vegas Stakes is a trademark of Nintendo. Copyright 1993 Nintendo. 
Game copyright 1993 Hal Laboratory Inc./Nintendo. 
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Wing Commander 
“The Secret Missions”™ 


Graphics/Sound: 9.3 Response/Playability: 9.3 
Fun/Realism: 9.3 Ultimate Score: 9.3 
Beam me up, Scotty. This is too much for me to 
handle alone. 


The future of humanity—and a bit of the future of 
gaming—can be glimpsed in the impressive Wing 
Commander games. They combine shoot-em-up arcade 
action with intelligent science fiction role playing. 

You are an ace starfighter pilot, engaged in a series of 
missions to defend Confederation bases and ships against 
attacks by evil Kilrathis. The graphics of the space battles 
are stunning, with 3-D like images. Just as intriguing are 
the adventure game elements of the game, which include 
the crew barracks, a bar video game within the video game 
used as a flight simulator. 

Before you begin your first mission, you will roam the 
hallways of your space carrier, the Tiger’s Claw. You will 
move from room to room and learn about your upcoming 
mission from people you meet in the Officer’s Club and the 
Briefing Room. 

We have begun our exploration of Wing Commander 
with a review of the exciting new Wing Commander: The 
Secret Missions game, which extends the original title with 
16 new missions, many deep behind enemy lines. The new 
game, released for Christmas of 1993, also includes an 
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improved 3-D combat simulator and a Rookie mode gives 
novice players a jump start into the action, with increased 
weaponry. 

At the end of the section you will find some exciting tips 
for the original Wing Commander game. One player only. 


CONTROL PAD 

Arrows: Press to steer your spaceship right, left, up or 
down. 

Y Button: Engages the Afterburner for a burst of speed. 
Press with the Select button to engage the Autopilot. 

B Button: Fire the selected weapon. 
Press with the Select button to cycle to the next 
available gun type. 

A Button: Fire the selected weapon. 
Press with the Select button to cycle to the next 
available. weapon. 

R PAD: Press to increase speed. (R is for rapid?) 
Press Select and R to select between the Navigation, 
Targeting or Communications functions displayed in the 


Talk to ROSSMAN. 
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right video display unit. To use one of the functions, see 
below. 

L PAD: Press to reduce speed. (L is for lower.) 
Press Select and L to select between the weapons 
display or the damage display in the left video display 
unit. 

L, Select, Start and R: Press together to Eject. 


RADAR SCREEN 

Things move very quickly in an outerspace dogfight, and 
your weapons (and those of your enemy) operate at 
tremendous distance. The round screen in the cockpit puts 
your craft at the center and shows you a representation of 
the universe in every direction. It takes a bit of practice to 
learn how to read the screen. 

The bullseye on the screen shows anything directly in 
front of you. The quadrant at the top shows space above your 
ship; the quadrant at the bottom is space below your ship and 
right and left quadrants indicate views in those directions. The 
outermost ring shows you if anything is coming up from 
behind you in any of those quadrants. When you select a 
target, you will attempt to maneuver your ship so that the 
target becomes centered in the bullseye. 


Contacts appear on the screen as colored dots: 
Blue. Terran Fighters. 
Red. Kilrathi Fighters. 
White Diamond. Nav Beacon. 
White Square. Friendly and enemy Capital Ships. 


SPECIAL FUNCTIONS 

Use the R pad and the Select button to select among the 

various functions. 

Navigation (NAV-COM). Press X to view the Navigation 
Map. Press A to cycle through the available Nav targets. 
When you are ready to select a new objective, display it 
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on screen and press Start. 

Targeting (AUTO-TARGETING). Press X with the 
Select button to choose a target. Press X to lock onto the 
currently displayed target; press X again to unlock the 
targeting. The display shows the outline, damage level 
and weapons carried by the targeted ship, by color: 

Green. Undamaged with full shields. 

Yellow. Light damage to shields. 

Red. Armor damage. 

Communications (VID-COM). If you have targeted an 
enemy vessel, you can press the X button to taunt them. 
If you are near the Tiger’s Claw, press X to request 
permission to land. 

The left VDU (video display unit) is your ship’s Status 
Display, providing information on the status of your 
weapons and damage. 

Ship Damage Report. Ion Drive, Power Plant, Shield 
Generator, Computer System, Intercom Unit, Target 
Track, Acceleration Absorbers, Ejector Systems and 
Repair Systems. 

Active Gun. Laser Cannon, Mass Driver or Neutron Gun. 

Active Missile. Dart DF, Javelin HS, Pilum FF, Spiculum 
IR or Porcupine. 


MISSIONS 

There are five likely types of flight missions: 

Defend. Guarding a stationary object, such as a base, jump 
point or capital ship. You will orbit the object at a 
distance of 10,000 meters (about 6 miles) away. Your 
orders are not to leave your position to engage an 
oncoming enemy until they reach 14,000 meters from 
the position you are defending. Since you are 10,000 
meters away, that means don’t leave your post until the 
enemy is pretty close to you. 

Escort. A moving assignment, you will guard a larger ship, 
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flying parallel to it at a maximum distance of 10,000 
meters away. Don’t break formation until an enemy ship 
is within 14,000 meters of the ship you are escorting. 

Intercept. An aggressive task, you are to seek out an 
engage any enemy ships in your assigned area. 

Patrol. You will fly through unsecured space, making your 
own decisions whether to attack or evade enemies. 

Strike. You will be given a specific target such as a capital 
ship. Your job is to fly to the target, destroy the 
objective and get out quickly. The Wingleader delivers 
the missiles while the Wingman defends the attacker. 


THE FLEET 

The Tiger’s Claw is the Confederation’s Bengal-Class 

Strike Carrier, capable of carrying up to 104 space vessels. 

It’s huge—almost half a mile long—and it is relatively 

slow. It is well shielded and armored, but its main defense 

consists of its complement of fighters. Here are the specs: 

Length: 700 meters 

Mass: 80,000 tons 

Maximum Velocity: 130 kps 

Cruise Velocity: 100 kps 

Acceleration: Poor 

Fighter Complement: 104 

Ship's Weapons: Dual Laser Turrets (8) 

Ship's Armor: Fore and Aft Shields: 21 cm equivalent. 

Front 24 cm, Right and Left 25 cm, Rear: 20 cm. 

The TCS Tiger's Claw carries four types of Confederation 

fighter craft: 

Hornet Light Fighter. 
Length: 20 meters. Cruise Velocity: 300 kps. Maximum 
Velocity: 420 kps. Acceleration: Good. Weapons: Laser 
Cannon (2), Dumb-Fire Missiles (2), Heat-Seeking 
Missile. Ship's Armor: Fore and Aft Shields: 3 cm 
equivalent; Front and Rear: 3 cm; Right and Left: 3 cm. 
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Scimitar Medium Fighter. 
Length: 25 meters. Cruise Velocity: 150 kps. Maximum 
Velocity: 360 kps. Acceleration: Good. Weapons: 
Gatling Mass Driver Cannon (2), Dumb-Fire Missiles 
(2), Heat-Seeking Missiles (3). Ship’s Armor: Fore and 
Aft Shields: 4 cm equivalent; Front and Rear: 6 cm; 
Right and Left: 5 cm. 

Rapier Medium Fighter. 
Length: 24 meters. Cruise Velocity: 250 kps. Maximum 
Velocity: 450 kps. Acceleration: Excellent. Weapons: 
Laser Cannon (2), Neuton Guns (2), Dumb-Fire Missiles 
(2), Spiculum IR (Image-Recognition) Missile, Pilum 
FF (Friend or Foe) Missiles (2). Ship’s Armor: Fore and 
Aft Shields: 7 cm equivalent; Front: 5 cm; Right and 
Left: 3 cm; Rear: 4 cm. 

Raptor Heavy Fighter. 
Length: 36 meters. Cruise Velocity: 250 kps. Maximum 
Velocity: 400 kps. Acceleration: Good. Weapons: 
Neutron Guns (2), Gatling Mass Driver Cannon (2), 
Heat-Seeking Missiles (2), Spiculum IR (Image 
Recognition) Missiles (2), Pilum FF (Friend or Foe) 
Missile, Porcupine Space Mine. Ship's Armor: Fore and 
Aft Shields: 7 cm equivalent; Front and Rear: 8 cm; 
Right and Left: 6 cm. : 


The Kilrathi fleet has five common types: 

Salthi-Class Light Fighter. 
Length: 24 meters. Cruise Velocity: 300 kps. Maximum 
Velocity: 480 kps. Acceleration: Excellent. Weapons: 
Laser Cannon (2), Dumb-Fire Missile. Ship's Armor: 
Fore and Aft Shields: 3.5 cm equivalent; Front: 3 cm; 
Rear: 2 cm; Right and Left: 1.5 cm. 

Dralthi-Class Medium Fighter. 
Length: 28 meters. Cruise Velocity: 230 kps. Maximum 
Velocity: 400 kps. Acceleration: Good. Weapons: Laser 


Super NES Hot Hits 119 


Cannon (2), Porcupine Mines (3), Heat-Seeking Missiles 
(2). Ship’s Armor: Fore and Aft Shields: 5 cm 
equivalent; Front: 4.5 cm; Rear: 3.5 cm; Right and Left: 
3 cm. 

Krant-Class Medium Fighter. 
Length: 32 meters. Cruise Velocity: 200 kps. Maximum 
Velocity: 360 kps. Acceleration: Good. Weapons: Laser 
Cannon (2), Friend or Foe Missile, Heat-Seeking Missiles 
(3). Ship’s Armor: Fore and Aft Shields: 8 cm equivalent; 
Front: 9 cm; Rear: 10 cm; Right and Left: 8 cm. 

Gratha-Class Heavy Fighter. 
Length: 36 meters. Cruise Velocity: 200 kps. Maximum 
Velocity: 320 kps. Acceleration: Average. Weapons: 
Laser Cannon (2), Mass Driver Cannon (2), Image 
Recognition Missile, Heat-Seeking Missiles (3), 
Porcupine Mines (2). Ship’s Armor: Fore Shield: 11 cm 
equivalent; Aft Shield: 10 cm equivalent; Front: 15 cm; 
Rear: 14 cm; Right and Left: 10 cm. 
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INDICATORS 

Fuel. The bar will grow shorter as your tanks lighten; be aware 
that using the afterburner will eat up gas in a real hurry. To 
conserve fuel, tap the Y button instead of holding it down. 
When you run out of fuel for the afterburner, you will be 
able to proceed at ordinary speed only. 

Blaster. The indication of the power level for the active 
gun; if there is no power left, the gun will not fire. The 
weapon will recover power slowly by itself, except 
when the ship’s shields are also recharging. 

Eject Warning. You're in a heap of trouble if this light 
starts flashing; it’s a warning that it may be time to 
abandon ship because of damage it has suffered. You’ll 
have to decide if you think you know better than the 
computer and can make it back to the base. If you eject, 
you'll live to fight again; if you crash, you'll see your 
crewmates salute you in a graveside ceremony. 

Lock. This is your warning that an enemy fighter has 
locked his radar on your ship; it may mean that a missile 
is about to follow that radar beam up your tail pipe. This 
is a good time to make an evasive maneuver. 

Armor and Shields Indicator. The size of the bars on this 
indicator show the status of your ship’s shields and 
armor. As damage is sustained the bars will become 
smaller and eventually disappear. The shields will 
slowly regenerate over time. When the shields are not in 
place, your ship can suffer damage to armor, which does 
not regenerate. 


WEAPONS 

Dumb-Fire Missile. Like a long-distance bullet—point it 
at a target and let it loose and hope your target doesn’t 
move out of the way. Best used at short distances or 
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against slow targets that do not easily maneuver. 

Heat-Seeking Missile. Come up from behind an enemy 
and fire one of these babies—they will follow the heat 
from the engines of an enemy craft. Warning: if the 
enemy manages to elude the heat-seeking missile, the 
device may lock on another target—which could be a 
friendly craft or even your own ship. 

Image Recognition. A highly sophisticated weapon, it 
memorizes a picture of the target and once it is let go it 
refuses to give up. You must keep the target in your 
sights for several seconds while the electronics think 
about the target. 

Friend or Foe Missile. A weapon that is capable of 
identifying the secret signals broadcast by all Terran 
ships and going after any target that is not sending that 
signal. Warning: if a friendly ship’s communications 
system is damaged, the weapon may consider it a target. 

Porcupine Mines. These are free-floating mines with 
proximity sensors designed to explode if an enemy 
comes within range, or at least to make them change 
their course. If you see one in your own path, go a 
different direction in a hurry. 

Laser Cannon. A relatively weak, extra-long range 
weapon that can still do the trick. 

Neutron Guns. Very powerful short-range weapons for 
close-in fighting. Warning: they heat up rapidly and use 
a tremendous amount of power. 

Mass Driver Cannon. The basic fighter weapon, it is a 
medium-range device that can be counted on to knock 
down its share of enemies but is no match against a 
high-powered adversary. 

Flak Guns. The larger Terran and Kilrathi ships can fill 
space with a lethal collection of metal garbage that can 
knock down any intruder. 

Turreted Lasers. Major weapons found on Terran and 
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Kilrathi destroyers, cruisers, dreadnoughts, carriers and 
at bases. Linked to computerized targeting systems, they 
are sure to crush all but the most maneuverable craft. 


POWER PLAYER HINTS 

Take a Test Run. At the moment of take off, press the 
Select and Y buttons together to engage the autopilot 
to the current Nav point. When you arrive, and the 
Autopilot automatically disengages, check the radar 
screen for red dots for enemy fighters. Press the Y 
button to turn on the afterburners and zoom forward 
to engage the enemy and then press the B button to 
fire with the currently selected fun; press A to fire a 
missile. After you have destroyed all of the enemies 
shown on the screen, press Select and Left to select 
and monitor Damage to your systems. Simple, right? 
Wait until the later stages. 

Your Mama Wears Kilrathi Combat Boots. Why in the 
cosmos would you want to tease an enemy using 
interspace communications? They might shoot at you! 
Then again, if they’re shooting at you, they are not 
shooting at one of the ships you have been sent to 
defend. 


TOP SECRET 
The details of the Kilrathi Jalthi fighter are classified. We 
have, however, obtained a stolen set of specs. Keep this 
under your space hat, okay? 
Jalthi Heavy Fighter. 
Length: 32 meters Mass: 22 tons 
Maximum Velocity: 280 kps Cruise Velocity: 200 kps 
Acceleration: Average 
Ship’s Weapons: Neutron Guns (3), Friend or Foe 
Missiles (2), Heat-Seeking Missile, Laser Cannon (3). 
Ship’s Armor: Fore and Aft Shields: 16 cm equivalent. 
Front 20 cm, Right and Left 17 cm, Rear: 10 cm. 
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What can we learn from this? Well, it’s a big, heavy, 
well-armed and very well protected killing machine, that 
much we know. It doesn’t have much speed, and if there 
is a weak point it would seem to be its rear end where 
the armor is thinnest. Still, it’s not a target we would 
seek out for entertainment purposes. 


Wing Commander? 


Here are some special hints and tips for the original Wing 
Commander game. 


POWER PLAYER HINTS 

Fighter Aces. The best rocket jockeys we know generally 
advise that you slow down to 100 to 150 kps before you 
engage in a dogfight. 


TOP SECRET 
Here come the codes. In each of the following levels use 
as your password: SPACEACE. 
Level 2 
Code:IRCCMCBLGW 
Star System: McAuliffe 
Level3: 
Code:IHCWFKVMZH 
Star System: Gimie 
Level 4: 
Code:DHDKCCWBRC 
Star System: Dakota 
Level 5: 
Code:JHFHTFYMCO 
Star System:Kurasawa 
Level 6: 
Code:DGNWP2XCLW 
Star System: Venice 
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Super Code. Here is the way to jump to some of the later 
stages of the game, engage invincibility and also to 
display a hidden Sound Effects. 

At the title screen, press B, A, B, Y, B, Y, L, A, R, A 

and Start. 

Wing Commander is a registered trademark of Origin Systems, Inc. 
Copyright 1990-1993 Origin Systems, Inc. Wing Commander Game pak 
copyright 1992 Mindscape, Inc. Wing Commander: The Secret Missions 
Game pak copyright 1992 Mindscape, Inc. All rights reserved. 


Mario, MARIO, 
MARIO! 


Mario, MARIO, MARIO! 
Games starring Nintendo’s favorite plumber have sold 
more than 100 million copies in the United States. 

Just for the record, by the way, Mario (and his 
sometimes available brother Luigi) have appeared in nearly 
40 different Nintendo titles—and we're probably missing a 
few—either as stars or as members of the supporting cast. 

We've found them in: Mario Bros., Super Mario 
Bros., Super Mario Bros. 2, Super Mario Bros. 3, 
Donkey Kong, Donkey Kong Jr., Donkey Kong Classics, 
Donkey Kong Jr. Math, Wrecking Crew, Dr. Mario, Dr. 
Mario Game Boy, Pinball, Tetris, Golf, Mike Tyson's 
Punch Out!, Tennis, Game Boy Tennis, Game Boy 
Baseball, Game Boy Alleyway, Game Boy Super Mario 
Land, Game Boy Super Mario Land 2, Game Boy Golf, 
and Game Bosy Tetris. 

In 1992, there was the Yoshi offshoot in NES and Game 
Boy versions, and Super Mario Kart and Mario Paint for 
the Super NES. And Mario makes a cameo appearance in 
SimCity (as a statue). And then there was Super Mario 
World, the massive Mario mega-adventure for the SNES. 

And for 1993 there is Yoshi's Cookie. And Mario is 
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Missing. And Mario and Wario for the Super NES and 
Wario Land for Game Boy. Did we mention Yoshi’s 
Safari for SNES? And . . . (drum roll) the late 1993 arrival 
of Super Mario All-Stars? Good. 


SUPER MARIO TRIVIA 

What was Mario's first video game appearance? In 
Donkey Kong, released in 1981, only his name was 
Jumpman. The name Mario appeared a year later with 
the release of Donkey Kong, Jr. In 1983, Mario starred 
in his own arcade game and in 1985 made his first 
starring appearance on the Nintendo Entertainment 
System in Super Mario Bros. 

Okay, but where did he get his name? He was named 
Mario in a tribute to Mario Segali, the landlord of 
Nintendo's first warehouse in America. 

Bob Hoskins played Mario in the *Super Mario Bros." 
movie. Which other actors were considered for the 
role? Dustin Hoffman, Tom Hanks and Danny DeVito. 

Who wrote the music for the Mario games? Kojo Kondo 
is the musician for all the Mario games; his music 
became so popular in Japan that he released successful 
CDs and records of the music there. In England, a song 
called “Super Mario Land" by the Ambassadors of Funk 
and featuring MC Mario made it into the Top 10 on 
London music charts in November, 1992. 


THE HISTORY OF THE MARIO BROTHERS 

Here's a bit of pre-history to help refresh your memory: 

Super Mario Bros. Once upon a time, the kingdom of the 
peaceful Mushroom People was invaded by the Koopa 
turtle tribe. Now these are not your ordinary turtles: they 
had all sorts of magic spells and powers. Just to be 
mean, these troublesome turtles turn the good 
Mushroom People into stones, bricks and plants! 
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The good news is that the Mushroom King’s daughter, 
Princess Toadstool, holds the power to undo the evil 
spell. The bad news is that Princess Toadstool is held 
captive by Bowser, the King of the Koopas. 

Mario and Luigi, those happy-go-lucky guys, hear the 
story of the unfortunate Mushroom People and set out to 
rescue the Princess. 

Super Mario Bros. 2. Not really a sequel, it was actually 
an adventure game to which Mario, Luigi and some of 
their friends and enemies lent their names, based on an 
adaptation of the unrelated Japanese Nintendo game 
called Dream Factory. 

Our friend Mario has retired from his exhausting effort 
to rescue Princess Toadstool in the Mushroom 
Kingdom. He’s taking a nap one day, and he has the 
strangest dream: 

Subcon, the land of dreams, has been cursed by the evil 
Wart, and is completely under his spell. Mario hears a 
voice calling on him to rescue the people of Subcon. 
Like Super Mario Bros., this is a moving screen 
challenge game. But rooms stretch out left and right and 
up and down from the starting point. There are 
underground rooms, called Sub-spaces, throughout the 
worlds. There are vines and chains to be climbed, too. 
Unlike Super Mario Bros., the sequel game does not 
count points or include a timer. Instead, your goal is to 
progress all the way through the worlds and their various 
levels, defeating enemies, until you arrive at the final 
level. 

Super Mario Land. The boys’ first Game Boy challenge, 
it was a remarkably detailed little monochrome 
adventure. 

Our hero Mario (Luigi seems to have overslept) is off on 
an adventure in the once-peaceful world of Sarasaland. 
It’s a world that includes a warped view of Egypt, with 
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Pyramids, Sphinxes and other ancient oddities. 
According to the story, the skies over Sarasaland were 
one day suddenly obscured by a huge black cloud. 
Breaking through the clouds was Tatanga, a mysterious 
space monster who has hypnotized all of the residents of 
Sarasaland. Tatanga drives the war robot Pagosu, and 
shoots nasty rockets. His next goal: to marry Princess 
Daisy and make her his queen as he rules over his 
captured land. In the meantime, he holds Daisy captive 
in the Chai Kingdom, the last of four worlds. 

(Oh these little princesses. There seems to be an 
unending supply of them. Why do they always get 
themselves into these awful jams. What if Mario wasn’t 
around? What if he was busy somewhere else?) 

So Mario, freelance princess rescuer, sets off for Chai. 
He walks; he runs; he jumps; he bumps with his head; 
he throws superballs; he flies an airplane, and he pilots a 
submarine. We have Mario, Super Mario, Superball 
Mario and Invincible Mario. 

Super Mario Bros. 3. The peak of the Brothers’ 
achievements on the original 8-bit video game hardware, 
it is the most complex of all of their games. 

Bowser is back, this time aided by his seven lovely 
children: Larry Koopa, Morton Koopa Jr., Wendy O. 
Koopa, Iggy Koopa, Ludwig Von Koopa, Lemmy 
Koopa and Roy Koopa. The kiddies have been sent out 
to disrupt the peaceful Mushroom World by stealing the 
royal magic wands from each country, and turning the 
kings into animals. Mario (and good brother Luigi in the 
two-player game) set out to recover the wands and 
restore the kings to human-like forms. 

This is your basic, wonderful Mario world, filled with 
strange creatures like Buzzy Beetles, Boo Diddlies, Dry 
Bones, Ptooie Pirana Plants and Munchers. 
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NEW FOR 1993 

Super Mario All-Stars is a repackaging of the four best- 
selling games from the 8-bit Nintendo Entertainment 
System in a single 16-bit game pak for the Super NES. 
In addition to Super Mario Bros., Super Mario Bros. 2 
and Super Mario Bros. 3, the game pak will include a 
Mario game never before seen or played in the U.S., 
called Super Mario Bros.: The Lost Levels. This 
challenging game, which was a bestseller in Japan, is 
claimed to offer the most difficult and challenging game 
play of any of the Mario titles. 


MARI 
009950 


Super Mario Bros.: The Lost Levels. 


Super Mario All-Stars will include a few enhancements 
over the 8-bit originals, including improved graphics 
and an updated sound track. There are new difficulty 
levels, too. Most importantly, the game pak will include 
a battery back-up which allows players to stop game 
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play at any point in any of the four titles and resume at a 
later time at the same level. 

Mario and Wario is a strategy/puzzle game for the SNES, 
the third in a series of titles designed to use the Mouse 
controller. The game features Mario, his nemesis Wario 
and an angel-like character who acts as Mario’s guide. 
With his eyes covered by a bucket (essential plumber’s 
gear) Mario must depend upon the angel to move or 
remove objects that block his way through eight worlds 
and some 100 stages. At the completion of world eight, 
Mario meets Wario for the ultimate challenge that spans 
20 more worlds. 


Yoshi’s Safari is the first Mario game and the first Super 
Scope title to use advanced “Mode 7” graphics that 
permit players to change their point of view to see the 
game from Mario’s perspective and to offer 3-D-like 
effects. Designed for the Super NES and requiring use 
of the Super Scope accessory, the game puts Mario atop 
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his trusty dinosaur pal, Yoshi. Together, they set out on 
an expedition along a twisting path through 12 
progressively more challenging levels to rescue the 
princess (of course!) from the evil Bowser, King of the 


Koopas. 


Super Mario World™ 


Graphics/Sound: 8 Response/Playability: 9 
Fun/Realism: 9 Ultimate Score: 8.7 
A Super Classic. 


Everything old is new again: Mario and Luigi, the 
undisputed superstars of Nintendo arcade games, are back 
again as the superstars of the Super Nintendo Entertainment 
System. 

Super Mario World is the most colorful, frenetic and 
detailed adventure yet for our favorite Italian plumbers and 
princess-rescuers. Super Mario World is very much of a 
continuation of the Super Mario Bros. series, including our 
heroes, of course, but also many of their most infamous 
enemies. If you’ve been a faithful fan of Super Mario Bros. 
games in their first, third or Game Boy versions, you are 
ready to dive right in to this new challenge. 

The boys pick up a new sidekick—Yoshi the helpful 
dinosaur—and the ability to float through the air as Caped 
Mario. But the most important new addition to the Mario 
saga is the impressive polishing and brightening of the 
game that comes in its 16-bit Super NES edition. 
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Here’s the tale: Mario and Luigi are on vacation in 
scenic (though strange) Dinosaur Land, resting up from 
their strenuous efforts to rescue the Mushroom Kingdom 
from Bowser in Super Mario Bros. 3. As they lie on the 
beach (has anyone ever seen Mario’s knees?), wouldn’t you 
know it but Princess Toadstool is kidnapped again! 

As they set off in search of the Princess, they find a 
huge, strange egg in the forest. As they stand and watch, 
the egg hatches a dinosaur named Yoshi. Somehow, 
although he is fresh from the egg, he is already able to talk; 
even more amazing is the fact that he has something to say. 
Yoshi tells the story about how he and all of his dino 
buddies have been captured and placed within eggs by a 
strange troupe of nasty turtles. 

Suddenly, all is clear to Mario and Luigi: Bowser is 
back on the warpath once again. Armed with a magic cape 
given by Yoshi, the boys head off into the seven worlds of 
Dinosaur Land in search of Bowser and the perennially 
purloined princess. One or two players. 


CONTROL PAD 

Throughout this chapter we will refer to Mario. If there are 
two players in the game, the second contestant will control 
Luigi; all buttons and actions are the same for Mario’s 
super brother. 


BASIC MOVES 

Arrows: Move Mario left, right, up or down. 
Press Down to crouch. 
Press Left or Right with the X or Y buttons to make 
Mario Run. 
Use arrows to move Mario on the map screen, and to 
move the cursor in selection screens. 

A Button: Spin Jump. Not as high as a standard jump, 
although a Spin Jump can be used to break some blocks 
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and defeat some enemies otherwise unbeatable. 

Jump off Yoshi’s back. 

Spin Jump out of water. Press with the Up arrow. 

Swim. Press with the Left or Right arrow to move in the 
water. 

B Button: Jump. Press the button for a quick jump; hold 
the button down for a high jump. Jumps can be used to 
vault across open spaces, to skip over enemies, to go up 
into the air and come down to stomp an enemy from 
above, to hit an overhead block to release a special item 
and even to knock an enemy off an overhead block. 
Mario can jump even higher if he launches himself from 
the back of an enemy he has stomped. When Mario is 
riding Yoshi, both Mario and Yoshi will jump. 

Jump out of water. Press with the Up arrow. 

Float. Caped Mario floats down slowly. 

Swim. Press with the Left or Right arrow to move in the 
water. 

Fly. Press repeatedly to make Yoshi fly when he has that 
ability. 

The B button also enters choices from the selection 
screen. 

X or Y Buttons: Run. Press with the Left or Right arrows 
to make Mario run faster; when Caped Mario runs fast 
enough and then jumps, he will be able to fly. 

Hold. To grab hold of an item, touch it while pressing 
the X or Y button. 

Throw an item you hold. Press an arrow key in the 
direction you want to throw and then release the X or Y 
button. 

Throw fireballs. Available to Fire Mario. Enemies 
destroyed by a fireball will turn into coins; not all bad 
guys can be defeated by fire, though. 

Spin Caped Mario’s Cape. Some enemies and blocks 
can be destroyed if hit by the cape. 
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Eat an Enemy. Press to make Yoshi eat an enemy; he 
will spit out unwanted bad guys when the button is 
released. 

Punch. Jump onto a fence or rope with the B button, 
press the Up arrow to grab hold and then press the X or 
Y button to make Mario punch objects on the other side. 
Revolve a Door. Touch a moving door and press the X 
or Y button to make it spin. 

The X and Y buttons cancel choices from the selection 
screen. 

L/R Pads: In some but not all of the action scenes, the L 
or R pads can scroll the screen forward or backward 
slightly, allowing you to sneak a peek at upcoming 
challenges or look over Mario’s shoulder. 

Press the L or R pads at the Map Screen to display a 
special transfer screen to trade extra lives from one 
player to another in a two-player game. 

Start Button: Press to pause the game; press again to 
resume play. 

Press to enter choices made from selection screens. 

Select Button: Press to drop a reserve item from the box at 
the top of the screen. 

Press to change a choice made from selection screens. 


SPECIAL MOVES 

Entering Down Pipes. Hop onto the top of the pipe and 
press the Down arrow. 

Entering Upside-Down Pipes. Press the Up arrow and the 
B button to launch Mario into a pipe above him. 

Entering High Pipes with Triangle Blocks. Run up to the 
triangle block and up the side of the pipe by pressing 
Left or Right and the X or Y button. 

Grabbing Hold of a Rope. Jump with the B button and 
press the Up arrow to attach to the rope. You can then 
climb or descend the rope with the Up or Down arrows. 
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CAPED MARIO 

Mario’s newest special skill involves the use of his 

handsome yellow cape, which allows him to fly, dive from 

above or float in for a graceful landing. Most of the 
commands related to the cape use the X or Y button. 

Spinning the Cape. Press the X or Y button to twirl the 
cape. Some enemies and blocks can be destroyed if hit 
by the cape. 

Jumping with the Cape. Hold down the Y button and 
press the B button to take off. 

Running Takeoff. Press X or Y and an arrow key to run 
and then the B button for a moving start. 

Opening the Cape for Flight. Mario’s cape will open 
when Caped Mario reaches the highest point of flight, or 
when you release the B button. While soaring, press the 
arrow key in the direction you are heading to descend; 
press the arrow key in the opposite direction to climb. 
(Think of it as practicing for the Hang Glider event in 
Pilotwings!) If Caped Mario bumps into an enemy while 
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in midair with his cape open, he will fall to the ground 
but will not lose any of his power. 

Body Slam. Drop down onto an enemy by pressing and 
holding the Y button when you are directly above. 

Fast Dive. Press and hold the Y button and an arrow key in 
the direction you are headed to swoop down for a quick 
landing. 

Earth Quake. Defeat nearby enemies by slamming into the 
ground in a fast dive. 

Slow Landing. Press and hold the B button together with 
an arrow key to come in for a gentle, controlled 
touchdown. 


YOSHI THE DRAGON 

The controls for Mario or Luigi themselves are unchanged 

when they are riding dragon-back. However, Yoshi has 

some additional abilities that our heros can use. Note that if 

Yoshi is hit by an enemy while Mario is on board, he will 

panic and start to run away. If you move very quickly, you 

may be able to catch Yoshi and climb back on board before 
he falls into a hole or off a cliff. 

Running. Press the X or Y button together with the Left or 
Right arrow. 

Jumping. Press the B button. 

Dismounting. Press the A button to get off Yoshi. 

Flying with Caped Mario. You can make special use of 
Mario’s cape by running and then jumping into the air. 
(Left or Right arrow keys, Y button and then B button.) 
The cape won’t open, but Yoshi will glide through the 
air. Release the Y button but keep your finger on B to 
come in for a soft landing. 

Feeding Yoshi. Press the Y button to make Yoshi’s tongue 
unwind to scarf down a berry or an enemy; his tongue 
must touch the item. 

If Yoshi swallows a Yellow Shell, he will become Yellow 
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Yoshi, able to spew forth a sand cloud when he jumps. 

If it is a Blue Shell he swallows, Blue Yoshi will be able 
to fly when the B button is pressed again and again. 

And when he swallows a Red Shell, Red Yoshi can spit 
out deadly fireballs. 

There is a fourth type, the Flashing Shell, that includes 
the powers of red, yellow and blue shells in one. 

Flying with a Blue Shell. Press the B button repeatedly to 
make Blue Yoshi fly. 

Spitting out a Shell. One type of shell that upsets Yoshi’s 
digestion is the turtle shell. Press the Y button again to 
make him spit it out—perhaps you could use the moving 
shell as a weapon? 

Bonus 1-Up. If you already have a Yoshi and you break a 
block that contains another Yoshi Egg, it will turn into a 
1-Up instead. 


OPTIONS 
At the start of a session, you can choose to resume one of 
three earlier games saved in the memory of the game pak, 
or start a new challenge. 

You can choose a one- or two-player game. When two 
controllers are in use, the second player will play as Luigi. 


TWO-PLAYER GAME 

Two players can compete, in alternate turns, using the same 
controller or each with his or her own controller. If two 
controllers are plugged into the Super NES, the user of 
Controller 1 will compete as Mario and the user of 
Controller 2 as Luigi. 

Although the two players are working for their own 
independent scores, there is a way to cooperate: If one of 
the players reaches the Midway Gate in a course but fails to 
complete that course, the other player can enter the same 
course from near the Midway Gate. 
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In the two-player game, you can trade extra lives from 
Mario to Luigi or vice versa; press the L or R pads from the 
Map Screen to display a transfer screen. 

See also “Power Player Hints” for some advice on how 
to extend a single-player game using the lives of a 
nonexistent second player. 


SCREEN DISPLAY 

There are two different important types of displays: the 

Map screen and the various Action screens. 

Map Screen. This display includes a small picture of 
Mario or Luigi at top left that will visually indicate our 
hero’s status such as ordinary Mario, Fire Mario, Super 
Mario or Caped Mario. Next to the picture is a number 
that indicates how many remaining Marios are available 
in the current game. The final indicator at the top of the 
screen is the name of the current scene. 

At the start of the game, Mario can only move left or 
right from Yoshi’s house; as he progresses through the 
game and clears various stages he will have more 
options. Some of the locations on the map are marked 
with a red dot; this indicates an area that has both a 
normal goal and a special goal or secret keyhole. (In 
previous Super Mario Bros. games these have been 
called Warp Zones.) If you find the hidden goal, a new 
route will appear on the map and can be used as a 
shortcut. 

Each time you move your cursor on the screen, the name 
of the new area will appear at the top of the map. 

Once you get past World 1, you will be able to examine 
the entire area of the map by pressing the Start button 
and using the arrows to scroll the screen. 

Once an area has been cleared (except for castles and 
fortresses) you can return to it as often as you want. 
Move the cursor to one of the available points on the 
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map and press the B or Y button to enter. 

If you enter an area you have already cleared you can 
bail out and return to the Map screen by pressing Start 
and then Select. 

Action Screen. Action screens include seven important 
indicators arrayed across the top of the screen. From left 
to right, they are: 

Number of players. The number of available Marios, 
including the current one in play. 

Dragon Coins. The number of Dragon Coins collected in 
the current session. If you collect five of these coins in a 
single course, you will earn an extra Mario. Dragon 
Coins also count as regular coins. 

Gold Star Counter. Gold Stars are awarded at the Exit 
Gate. If you can collect 100 Gold Stars, you will be able 
to enter into a special Bonus Game where you can earn 
additional Marios. 

Item in Reserve. An extra special item is held here; it can 
be called down by pressing the Select button. 

Timer. The clock counts down to zero; if you fail to 
complete an area before time runs out, you will lose a 
life. 

Score. The cumulative total of points for the current game. 
If you resume a game from memory, the points counter 
will be reset to zero. 

Coins. An accounting of the total number of coins collected 
in the current game. You will be rewarded with an extra 
Mario for each 100 coins. 


ENEMIES 
The army of evil assembled by Bowser brings together 


some of our favorite (?) bad guys from the earlier Super 
Mario Bros. games with some exciting new, imaginative 
foes. 

Big Boo. Tough to get around, but very shy. This big ugly 


140 Ultimate Unauthorized Nintendo Super NES Game Strategies 


guy will freeze or move away if you look him in the eye. 

Bob-ombs. First appearing in Super Mario Bros. 2, they 
returned for the third edition and are back once more. 
Stomp them to stop them, but then be sure to back away 
to avoid their explosive temper. 

Boo Buddies. Little Boos, they'll float around and get in 
the way. Touch them and you're likely to be scared to 
death. Like their leader, Big Boo, they will turn tail and 
scurry away if you face them down. 

Chargin' Chucks. An unusual new kind of foe, they are 
professional football annoyances with extremely hard 
heads. You'll have to stomp them many times before 
they will go for a down. 

Dino-Rhinos. They are huge—until they are hit. Watch out 
for their fiery breath. 

Dolphins. Friendly to man—and Mario—they can be used 
as moving steps across bodies of water. 

Eeries. Flying zombies. 

Goombas. The infamous traitor mushrooms of the original 
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Super Mario Bros. and SMB2, back for yet another 
annoying appearance. 

Koopas. The Koopa Paratroopas were the original army of 
Bowser and they’re back once more. When you stomp 
their turtle shells, they’ll skitter away from their shells. 
In this new game, though, after a while a Koopa will 
return to the scene and look for its empty shell to climb 
back in. Be warned: If a Koopa returns to a Yellow 
Shell, he will be invincible. 

Magikoops. New to Dinosaur Land, these Koopa Wizards 
can conjure up an entire brigade of turtles by shooting 
blasts of light at blocks to turn them into enemies. They 
can also disappear and reappear at will. 

Mini-Rhinos. Kind of like a Dino-Rhino, only in a mini 
size. 

Monty Moles. Hard rock rodents. 

Urchin. A cross between a jellyfish and an underwater 
mine, sometimes referred to as a Porcu-Puffer. 

Piranha Plants. Hyperactive versions of the Piranha Plants 
that occupy the Pipes of various Mario Bros. worlds of 
old; these guys will jump right out the pipes with more 
force than ever. 

Rexes. Weak little dinos that cause trouble because they 
travel in packs. You must stomp on them twice to be rid 
of them. 

Rip VanFish. Let these sleeping fish lie—get too close and 
they'll wake up and chase you. 

Sumo Brothers. If they stomp their feet, they'll bring forth 
a shower of flame. 

Super Koopas. Koopas, in the new economy Super size. 
These guys have the extra added ability to fly if they can 
put on a magic cape. That's the bad news; the good 
news is that if you can jump on a Super Koopa with a 
flashing cape, you can obtain your very own Cape 
Feather. 
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Thwomps. Back from the third installment are these heavy 
dudes; they like to smash toes (and the rest of the body) 
of any Mario or Luigi they find beneath. 

Wiggler. These ‘pillar guys may look cute and cuddly, but 
we'd advise against letting them get underfoot. Avoid 
them if possible; if you jump on them, they will become 
red and angry. 


LANDMARKS 

There are four important types of landmarks in the game, 

spread across the seven worlds of Dinosaur Land. 

Fortresses. There are four of them, each ruled over by a 
Reznor dinosaur under Koopa’s evil spell. 

Castles. Each of the seven worlds includes a castle 
controlled by one of the Koopa Kids: Iggy Koopa, 
Morton Koopa Jr., Lemmy Koopa, Ludwig von 
Koopa, Roy Koopa, Wendy O. Koopa or Larry 
Koopa. The kids don’t seem to enjoy visitors, though, 
they have filled their rooms with traps and weird 
creatures. And, of course, King Bowser waits in his own 
castle in the Valley of Bowser. 

Haunted Houses. Scattered about the various worlds, you 
will find it easy to get into one of these creepy places— 
and very difficult to get out. Besides the threats from 
within, the exit doors are hidden. 

Sunken Ship. At the end of the adventure you will 
encounter a treacherous blast from the past: it looks like 
the wreckage of Koopa’s flying ship from Super Mario 
Bros. 3. Care to explore it? 


WORLDS 

WORLD 1: Yoshi’s Island. 

Yoshi’s House. The starting place for the immense 
challenge of Super Mario World is in Yoshi’s House 
here. Check his mailbox for a message. 
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Yoshi's Island 1. Whizzz . . . watch out for the Bullet Bills 
that will zoom by close to the ground. Duck into a pit on 
the ground and press the Down arrow to squat below 
them, or look for a safe place up high. On the Map it is 
to the left of Yoshi's House, below the ladder to Kappa 
Mountain. Kappa is the high point of Yoshi's Island, 
called Water Imp Mountain in the Japanese version of 
the game. 

Yoshi's Island 2. You'll meet Yoshi here, trapped by 
Bowser. Set him free by breaking an overhead block and 
wait for his egg to hatch. Yoshi won't come down to 
you—you’ll have to jump up to his level to catch a ride. 
The second island level is located to the right of Yoshi's 
House. 

Yoshi's Island 3. You'll come to your first Switch Block 

- in this area above Island 2. Turn on the switch to make 
the huge gap a little easier to jump. Cross other open 
stretches on board Rotating Platforms. 

Yoshi's Island 4. Turn on the Switch to change a row of 
Coins into a Block bridge over the water in this area, 
further along the trail from Island 3. Collect the Star and 
head for the castle. 

Iggy's Castle. The first of the Koopa Kids is holed up in 
his castle on an island surrounded by a moat of molten 
lava. There are fences to climb (remember the technique 
to punch through a fence?), and watch out for the traps 
that include rooms full of Koopas. 

WORLD 2: Donut Plains. There are four stages plus a 

pair of secret routes, two Ghost Houses, the Green Switch 

Palace and Morton's Castle here. Be on the lookout for a 

secret house as well. Areas on the map marked in red have 

both a regular and a hidden exit. 

Donut Plains 1. The Super Koopas with the flashing red 
Capes can bestow a Cape Feather when stomped. This 
world is the first location—marked with a red dot—at 
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the top of the ladder from Yoshi’s Island. 

Donut Plains 2. Descend the green Pipe to find a stairstep 
formation of Blocks. Make your way to the top Block 
(you might try flying up there as Caped Mario) and let 
loose a climbing Vine. Go up the Vine and you will find 
the key to Switch Palace. This area is located above and 
to the left of the first area. 

Donut Ghost House. A Cape is a nice thing to have here. 
Flying with one is a good way to make your way to a 
platform at the top left corner; that is the entrance to the 
hidden Top Secret Area. 

Donut Plains 3. The Fuzzles that get in your way when 
you ride the various platforms of this area are among the 
enemies who can be avoided with a Spin Jump which 
bounces off their hairy bodies. 

Donut Plains 4. Grab the flashing Shell to give Yoshi the 
combined powers of the Red, Yellow and Blue shells. 
Donut Ghost House and Secret House. Look for the P- 
Switch and then the Vine above the center door. Climb 
the vine and go through the door to the right to engage 

in a battle against Big Boo. 

Morton’s Castle. Don’t let your eye stray from safe pits or 
coves in the sides of walls so that Mario can duck into 
them when the moving walls are rolling. The castle is 
also filled with nasties including Thwomps and Balls *N 
Chains. 

WORLD 3: Vanilla Dome. The source of the waterfalls 

that descend across Vanilla Plateau and into Soda Lake. 

Much of this land is underground, and includes caverns and 

waterways. If you can make it to the secret stage and 

complete it, you will be able to enter into several other 
hidden places in the coming Twin Bridges world. 

Vanilla Dome 1. There are quite a few dotted-line blocks 
here; you’ll have to get to the Red Switch Palace to turn 
them into a solid pathway. Once they are solid, you will 
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be able to obtain the key that leads to the secret 
passageway. 

Vanilla Dome 2. Here is where the Red Switch Palace Key 
is hidden. Do you get the idea that some of these places 
are out of logical order? Find the P-Switch and bring it 
to the wall of red blocks at the left side; hit the switch 
and go for a swim beneath the wall and to the left to find 
the key. 

Vanilla Dome 3. Ride the Skull Raft across the sea of lava. 

Vanilla Ghost House. Use a Spin Jump to bounce off the 
green bubbles. You’ll need to find the hidden P-Switch 
all the way to the right to make the exit visible. 

Vanilla Dome 4. The Bullet Bills come flying fast and 
furious—and in all directions. 

Lemmy’s Castle. Avoid the evil spells of the Magikoopas 
and then stomp them en route to the P-Switch and the 
doorway to the Twin Bridges. 

WORLD 4: Twin Bridges. Why do they talk about 

“twins” when there is only one crossing—the Cheese 

Bridge—shown on the map? The answer: a second log 

crossing called the Butter Bridge that links Vanilla Dome 

to Cookie Mountain will appear only after you clear the 

Vanilla Fortress. By the way, the Cookie Mountain 

highlands are called Rice Cracker Mountain in Japan. 

There are five Twin Bridge stages plus a pair of secret 

stages. 

Cheese Bridge. The hidden second exit is immediately to 
the right of the first Exit Gate. Float under the first gate 
using your Cape and then fly up and to the right. 

Cookie Mountain. Think of this place as a cookie jar for 
Yoshi; it’s a relatively easy stage just crammed with 
tasty Monty Moles. 

Ludwig’s Castle. Ludwig (love that hairdo!) has loaded his 
lair with loathsome lowlifes, including Balls ‘N Chains. 
The safe route in many parts of the castle lies on the 
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fences instead of the ground below. 

WORLD 5: Forest of Illusion. The map for this world is 
almost entirely marked in red, which means that there 
are many, many ways to exit. There are four Forest of 
Illusion stages, a secret stage, a Blue Switch Palace, a 
Ghost House, a Fortress and Roy’s Castle. 

Forest of Illusion 1. Don’t miss the chance to create an 
extremely rare Balloon Mario near the end of this stage. 
A Balloon will come out of a Block near the end; grab it 
to inflate Mario and float over to a Key and Keyhole 
exit. The only other place we are aware of the existence 
of a balloon is in one of the special stages. 

Forest of Illusion 2. The key to the Blue Switch Palace is 
hidden down below in the water to the left of the yellow 
Mushroom Block. 

Forest of Illusion 3. Look for an unusually tall green Pipe 
deep into this stage and head down it to find a Key and 
Keyhole entombed within Blocks. Super Mario can 
jump up and break into the hiding place with a Spin 
Jump. Or, Yoshi can snare the key with his talented 
tongue; bring the key to the Keyhole and spit it out. 

Roy's Castle. There is lava below and moving Spikes 
above and below. This is one of the areas where you can 
use the L and R pads to shift the view and throw off the 
timing of the enemies. 

WORLD 6: Chocolate Island. There are lots of 

challenges in this sweet world that ends at the port for the 

voyage to the watery Valley of Bowser. Here there are five 

standard stages, a secret stage, a Fortress, a Ghost House, a 

Sunken Ghost Ship, and finally, Wendy's Castle. On the 

other side of the Castle is the Ghost Ship. 

Chocolate Island 1. A relatively easy area once you get the 
hang of avoiding Mini-Rhinos. 

Chocolate Island 2. The faster you complete this stage, the 
better your chances at bonus advancement. You must 
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make it to the third and final section with at least 250 
seconds on the clock to discover the hidden Key to the 
secret stage. 

Chocolate Island 3. What appears to be the Exit Gate in 
this area is really a dead end. Instead, go underneath the 
gate and fly to the right to find the real thing. 

Chocolate Island 4. It’s time for some Mega Mole surfing 
in this underground arena. 

Chocolate Island 5. Many of the Blocks in this area hide 
unfriendly Spinies instead of bonuses. 

Chocolate Fortress. This place, like all of the other 
fortresses, is ruled over by Reznors. Knock the Reznor 
Rhinos off their roosts quickly. 

Wendy’s Castle. Spin Jump onto and off the Grinders and 
Hotheads. 

Sunken Ghost Ship. When you get through this difficult 
area, a gigantic Bowser made of rock will rise from the 
deep. 

WORLD 7: Valley of Bowser. Here’s Bowser! Or at 
least, here’s the watery ruins you will have to swim, jump 
and battle your way through to get to the creepy King. You 
will enter into the rock-faced Bowser to find four regular 
stages, a Ghost House, a Fortress, Larry’s Castle, and 
eventually, Bowser’s home. 

Valley of Bowser 1. Take the low exit to the way out, 
avoiding the Chargin’ Chucks. 

Valley of Bowser 2. Deep into this stage you will find 
yourself coming out an Upside-Down Pipe with a 
stairstep formation to your right. Climb up and then 
jump all the way to the left—off the screen—and run to 
find the Key. 

Valley Ghost House. Find the P-Switch midway through 
the area and then run rapidly to the right. You will come 
to a series of doors: Doors 3 and 4 lead to the regular 
exit, while Door 5 will let you into a room where you 
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will find a key in the upper right corner. 

Valley of Bowser 3. The Countdown Platforms will fall 
from the skies—taking you with them. You would be 
best advised to jump off before the little numbers on 
their sides reach zero. 

Valley of Bowser 4. Yoshi’s tongue allows him to get up 
close and personal—in this case his extra-long licker is 
the only way to grab hold of the hidden Key to the Star 
Road that is encased within a wall of Blocks. But 
Yoshi’s talented tongue can grab it and spit it into the 
Keyhole up above. 

Larry’s Castle. Ride the platforms but be sure to be 
prepared to jump off to safer perches when the platforms 
move too close to Balls ‘N Chains. Caped Mario’s cape 
will come in handy to bust a Block wall. 


SPECIAL BLOCKS 

Bonus Block. Look for the star block any time after you 
have collected 30 or more coins in a single course. 
Punch the block to release a 1-Up mushroom. 

Grab Block. The purple block with two handles can be 
held or thrown. 

Jump Block. Follow behind the bouncing block—it may 
toss out some goodies. 

Message Block. Hit the underside of this block with the 
pineapple-like symbol to receive hints and advice. 

Prize Block (?). Hit it from underneath to release a coin or 
item. 

Rotating Block. Hit the yellow block to set it spinning for 
a while. 

Switch Block. A special half-round block with a big “P” 
that changes the state of certain objects. 


SPECIAL ITEMS 
3-Up Moon. Three extra lives. 
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Berry. Yoshi’s favorite food; collect enough berries and 
you'll earn an extra Mario. 

Egg. It'll hatch into something special. 

Jumping Board. A Mario-sized spring for launching to 
upper areas. 

Power Balloon (P). A rare special item, it will inflate 
Mario with hot air for a short period of time, allowing 
him to float through the sky. 

Super Star. Grab one for instant (but short-lived) 
invincibility. 

Yoshi's Wings. Converts your basic Yoshi into a flying 
dragon. 


RITES OF PASSAGE 

Keyholes. The red-marked areas on the maps of the second 
through final worlds indicate places with extra, secret 
exits to other areas. Be on the lookout for keyholes to be 
opened; you'll need to find a hidden key and bring it to 
the keyhole. Many of the keys can be found in the 
immediate vicinity of the keyhole; some of the keys can 
only be retrieved with the assistance of your good buddy 
Yoshi (hint: his tongue is very talented!). Mario can 
walk to the keyhole, or ride Yoshi to the keyhole with 
key in hand (or tongue). 

Star Road. Look for the Star symbol on the map for 
entrance to the mysterious star puzzles. 

Switch Palace. As you move through the various worlds, 
you will find a number of blocks that are made up of 
colored outlines but are not solid enough to stand on or 
break. The key to making them solid is to enter into a 
Switch Palace and turn the switch. 

The resulting solid blocks will act as Platforms in certain 
areas, but will also contain valuable special items. 
Yellow Blocks contain Super Mushrooms; Green Blocks 
contain Cape Feathers. 
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DEEP, DARK SECRET ZONES 

If you explore especially well in Dinosaur Land, you will 

find five Star Roads, each of which leads to one of the five 

points of Star World. The points themselves are connected 
through five stages with their own Keys and Keyholes. 
Yoshi's cousins live in this Secret Zone, and like 

Yoshi, they will start out small and grow larger once 

they have eaten five enemies. The Star Worlds start at 

the lower left corner and go in a clockwise direction. 

Once you have connected the roads between the five 
points, you can use the Star World as a warp zone from 
one level to another. 

Star World 1. Wall-to-wall blocks, but not when you are a 
Mario Brother able to perform a Spin Jump. Work your 
way from right to left until you uncover the Key. 

Star World 2. Your buddy the Blue Yoshi will help you 
make it to the end of the stage where you will be able to 
swim under the Pipe to uncover the hidden Key. 

Star World 3. Our old buddy Lakitu, one of the evil stars 
of the original Super Mario Bros. and Super Mario Bros. 
3, makes another high-flying cloud appearance here. 
Locate the P-Switch to turn off Lakitu's nasty droppings 
and make him throw Coins instead. Then you can get 
him off of his cloud and use it fly up to obtain the Key 
and place it in the Keyhole. 

Star World 4. Red Yoshi will help you burn your way 
through the many treacherous turtles you will find here. 
You'll find the Key hidden within a Block beneath a trio 
of Pipes; throw a Koopa shell to release it. 

Star World 5. If you have made your way through the four 
previous Switch Palaces, a series of Block Platforms 
will clear the way to a Key stashed way up high. 

Special World. If you can complete all five Star Worlds, 
you will be able to move to the center of the star to a 
whole new level of bonus stages. 
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SAVING YOUR PROGRESS 

Super Mario World includes a battery-powered memory 

that will record as many as three games in progress. The 

cartridge will store your position in the game—the number 
of areas you have cleared—but not your score, special 
powers or extra Marios at the time you turn off the power. 

The process of saving a game begins when you start a 
session. You will be offered the choice of using any one of 
three “Save Slots” at the title screen; whichever slot you 
choose will become the place where saved games are 
placed. 

If you have previously saved a game, you will see a 
number in the Save Slot—this represents how many areas 
you cleared before that game was saved. 

You can choose to delete the information stored in any 
of the Save Slots by choosing the Delete Saved Route 
option from the title screen. 

Now, play the game until you have cleared one of the 
areas such as a castle, fortress or haunted house. When you 
return to the screen, you will be offered the following 
choices: 

Continue and Save. Stores the current situation (areas 
cleared only) and returns you to the current game with 
lives and points intact. You can continue your game 
from that point, or turn off the power to resume play at a 
later time. Remember that if you turn off the power you 
will lose extra lives and points for the current game. 

Continue Without Save. Choose this option if you want to 
go on with the current game without storing your 
progress in a Save Slot. Extra Marios will be lost. 


CONTINUING 

When you go through all of your Marios (or Luigis) you 
will be offered two choices: 

Continue. Operationally the same as Continue Without 
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Save; you will be returned to the game from the last 
saved point. Note that if you have not saved the game 
you will return to the beginning of the game. 

End. Returns you to the title screen, where you can turn off 
the power or resume play by selecting one of the Save 
Slots. 


NUMBER OF LIVES 

You will start the game with five Marios. You will lose one 
of your lives if Small Mario is touched or bitten by an 
enemy; if Mario falls into a hole; if Mario does not clear an 
area before the timer counts down to zero; or if Mario is 
pushed off the side of the screen in one of the automatic 
scrolling areas. 

Extra lives can be earned by collecting coins or Dragon 
Coins or by snaring 1-Ups. 

If you have upgraded your character to Fire Mario, 
Caped Mario or Super Mario and are touched or bitten by 
an enemy, you will not lose a life but will be downgraded 
to Small Mario and be able to continue. 


ENERGY LEVEL/ITEM STOCK 

Mario will be upgraded to Super Mario or other special 
characters by hitting one of the power blocks and grabbing 
the item that is released. 

If you release and grab an item when Mario already has 
extra power, the new item will become a Reserve Item and 
will be displayed in the circle at the top center of the 
screen. Only one item can be held in stock in this way, and 
new items will replace earlier ones held there. You can call 
down a reserve item by pressing the Select button; grab it 
to use it. 


GATEWAYS 
Midway through each area of the course you will come to a 
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Midway Gate that extends less than half of the way up the 
screen. Break the tape that extends between the two poles 
and you will be able to resume play from near the Midway 
Gate if you fail to complete the current course. 

As an additional bonus, if Small Mario cuts the tape for 
the Midway Gate, he will immediately become Super 
Mario. 

At the end of each course, a Giant Gate stands between 
you and the goal; a tape moves up and down within that 
gate. You will score as many as 50 Gold Stars by jumping 
so that you break the tape in the gate at its highest point. If 
you can collect 100 Gold Stars, you will be able to enter 
into a special Bonus Game where you can earn additional 
Marios. 

If Mario jumps across the tape of the Giant Gate while 
riding on Yoshi’s back, he will be able to bring Yoshi with 
him to the next course. 


BECOMING A SPECIAL MARIO 

Super Mushroom. The red-speckled mushroom makes 
Mario Super. 

Fire Flower. Scarf one down to become Fiery Mario. 

Cape Feather. The key to Caped Mariodom. 

Extra Mario Mushroom. The green-speckled mushroom 

is a 1-Up for an extra Mario. 
Mario can change instantly into Super, Caped or Fire 
Mario when he picks up the special item; the path from 
one of the Special Marios to another is not always direct. 
Here are the pathways: 

Mario. Grab the Feather to become Caped Mario; the Fire 
Flower to become Fire Mario or the Super Mushroom to 
become Super Mario. 

Super Mario. Grab the Feather to become Caped Mario or 
the Fire Flower to become Fire Mario. 

Caped Mario. Grab the Fire Flower to become Fire Mario. 
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Fire Mario. Grab the Feather to become Caped Mario. 
YO, YOSHI 


What more could a boy named Mario ever desire than to 
have his very own pet dragon named Yoshi. Actually, there 
are three different types of Yoshis, each with slightly 
different abilities. Each of the Yoshis starts out small but 
will grow into a larger and more powerful big Yoshi after 
he has eaten five enemies. 
See the section on the Control Pad for details on control 
of Yoshi. 
Red Yoshi. Red is for fireballs. 
Blue Yoshi. The blue dragon can fly for a short period of 
time. 
Yellow Yoshi. He can throw out sand clouds for a short 
- period of time when he jumps. 


THE BONUS GAME 

Jump up and hit the rotating item blocks to freeze them into 
a picture of one of the special items of the game. If you can 
create a row of blocks with the same picture, you will be 
rewarded with a 1-Up. 


SUPER SECRET! 
Figure out the way to enter into the back door to Bowser's 
Castle in the Valley of Bowser and you will be able to skip 
directly to the final confrontation with the king himself. 
We've already informed you that you cannot reenter a 
castle or mini-fortress once you have cleared it; that's the 
official rule. Actually, if you return to the marker for a 
cleared castle and stand on it and press the Left and Right 
pads on the controller, you will be able to return. 


POWER PLAYE HINTS 
As Many Lives As a Cat. How'd you like to start the game 
with nine lives instead of the standard five? The trick is 
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to take advantage of the ability to transfer extra lives 
from Mario to Luigi at any Map Screen of the game. 
Press the L or R pad to display a special screen where 
you are able to transfer lives from one player to the other 
using the B or Y buttons. When you are finished 
transferring lives, press the Start button to return to the 
Map Screen. 

You will be able to move four of the five starting lives 
from Mario to Luigi, or the other way around. To move 
the game along, we suggest you throw away the 
remaining single life for one of the characters by 
walking immediately into an enemy. 

You can also use the ability to transfer lives to-equalize 
the game if one or the other player picks up a few extra 
lives by collecting coins, Dragon Coins or 1-Ups. 

You can use the same trick any time you resume an 
earlier game that is in a Save Slot, too. Choose the 2- 
player game and throw away Luigi’s single life after you 
have transferred four lives to Mario. 

All Right, More Lives Than a Cat. There are a few places 
in the game where you can rack up as many 1-Ups as 
you have time to collect. One is in the Forest of Illusion 
4: pick up a turtle shell and drop it beneath the row of 
Question Blocks immediately past the first green pipe in 
the level. Stand back and watch as Spiny after Spiny 
runs into the shell, earning points each time. 

Thanks for the Memory. Avoid turning the power on and 
off repeatedly. Besides endangering the life of your 
Super NES hardware, you also run the risk of erasing the 
memory for the Saved Slots of the Super Mario World . 
cartridge. 

Navigational Tips. Red marks on the map indicate that 
there is more than one exit to the area. Look for a hidden 
Exit or a Key and Keyhole. Many of the Ghost Houses 
also include a hidden exit to a secret bonus area. 
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You will earn extra points—and even 1-Ups—if you 
cross through an Exit Gate with enemies in hot pursuit 
right behind you. 

Here’s another interesting tip that has no effect on game 
play: Along the Star Road you will come to a room with 
the word SPECIAL spelled out in stars. Just sit and 
watch and listen for a while; after the musical selection 
is completed, the tune will change to something a bit 
different. 

Ride ‘em Mario! When Mario is riding on Yoshi, he is 
much less vulnerable to injury. He can survive direct 
hits from many enemies, including Banzai Bill. 

Try to break the tape at the goal as high up the post as 
possible to earn Bonus Stars. If you collect 100 Bonus 
Stars, you can play a bonus game. If you are holding a 
special item as you cut the tape, you will be rewarded. If 
you are carrying a key or Baby Yoshi, you will be given 
a 1-Up. If you have other items in reserve, you will 
receive a mushroom, fire flower or feather. 

Press Up while jumping to cling to the fence. To go 
through the door between the foreground and 
background, you should also press Up. 

If you already have a Yoshi and you break a block that 
contains another Yoshi Egg, it will turn into a 1-Up 
instead. 

If you can find the way to enter the back door to 
Bowser’s Castle in the Valley of Bowser, you will be 
able to warp directly to the final confrontation with the 
king himself. 

Fly ‘em Mario! Learning to use Mario’s Cape requires a 
bit of practice. Be sure you have enough space for your 
takeoff run—at least six blocks. Release the Y button 
when you have reached the proper height on screen and 
then use the arrows and B to fly slowly. 

Some of the keys to locks in the game can only be 
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grabbed by Yoshi. It’s a good thing he has a long 
tongue, don’t you think? 

Make note of the places where you find an easy 1-Up 
and then take advantage of the fact that you can return to 
stages you have cleared in the past. Go back down the 
hole and go to the 1-Up and then bug out back to the 
map by pressing the Start and the Select buttons. Keep 
on doing it to pick up a bunch of extra lives. 

You can use the extra item held in the box at the top of 
the screen by pressing the Select button. 

Use the X or Y button to pick up a shell; to throw a shell 
upwards, look up and let go of the button. 

Pick up five of the large Dragon Coins in a single area to 
earn a 1-Up. 

Press the L or R pads to slide the screen left or right to 
look back or further ahead. 


Super Mario World is a trademark of Nintendo of America Inc. € 
1991, Nintendo of America Inc. 


Super Mario Bros. is a trademark of Nintendo of America Inc. © 
1985, Nintendo of America Inc. 


Super Mario Bros. 2 is a registered trademark of Nintendo of America 
Inc. © 1988, Nintendo of America Inc. 


Super Mario Bros. 3 is a trademark of Nintendo of America Inc. € 
1990, Nintendo of America Inc. 


Super Mario Land is a trademark of Nintendo of America Inc. € 1989 
Nintendo of America Inc. 
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Mario is Missing!™ 
Graphics/Sound:8 Response/Playability: 9 
Fun/Realism: 8 Ultimate Score: 8.3 


A new champion in edu-tainment. Lots of fun, lots 
of learning. 


Oh no! It's Nintendo's worst nightmare: Mario is missing. 
After years of relying on Mario as their number one tracker 
and rescuer of kidnapped princesses, the man himself has 
been stolen by the evil Bowser himself. 

Oh, sure, there has always been the other brother, Luigi, 
but let's face it: we've always thought of Mario as the 
brains of the operation. 

Once again the bad guys are Bowser and his minions, 
but this time it's not Mario World—it's your world. This 
game takes place all around planet Earth, and the problems 
to be solved in the game are based on historical events, 
geographical facts and famous landmarks. 

Kids: Here's your chance to convince your parents that 
the Super NES will help you with your school work. 
Parents: Here's your chance to play a game with your kids 
without feeling guilty about it. 

Bowser has control of something called the Passcode 
Operated Remote Transport and Larceny System 
(PORTALS) that his band of turtles use to transport 
themselves all over the world. And—no coincidence—it 
seems that each place they set foot they unleash a local 
crime wave, stealing valuable artifacts and local landmarks. 
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Of course, the most valuable artifact of all is Mario, and 
they’ ve stolen him too. 

(If this sounds like a Koopa-Paratroopa version of a 
Carmen Sandiego game . . . well, it does to us, too. The fact 
is that the original CS series is a bit outdated by now, and 
Where’s Mario brings a new level of animation, sound 
effects and user control to the same basic concept.) 

This is the first in a line of Mario Bros. edutainment 
products planned by The Software Toolworks, aimed at 
children from 3 through 12. The five products in 
development include geography, history, mathematics, 
reading and early learning subjects. 

Mario is Missing features 25 accurate city maps from 
around the world, teaching map reading and orientation 
skills as well as education about world geography and 
important landmarks. 

Luigi’s job is to block Bowser’s plan for global 
domination and return his brother. He will enter the 
PORTALS scattered around our world and search out the 
criminal Koopa and return the stolen item. The way to do 
this is to talk to the people he meets, read the maps, explore 
the various cities and solve puzzles—all before the clock 
runs out. When Luigi figures out where he is, he must use 
his Globulator tool to call Yoshi and with his help return to 
Bowser’s Castle and lock the PORTAL for that city. One 
player only, but a parent or other adult may want to 
help younger children play and learn. 


CONTROL PAD 

Arrows: Press Right or Left to run in those directions. 
Press Up to run up a street or to enter a doorway. 
Press Down to cross a street at a crosswalk, or jump 
down a sewer pipe. 

Y Button: Press with the Left or Right arrow keys to run 
faster. 
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B Button: Press to jump. Can be used with the Left or 
Right arrow keys to jump in the indicated direction. 

A Button: Press to choose a tool. 
Press to talk to a person you meet (turn Luigi to face 
someone first). When talking, press the Up or Down 
arrows to choose a question and then press the A button 
again to ask it. 

R Pad: Press to turn on or off the small city map. 

Select: Press to display the large city map when the small 
map is already showing. 

Start: Press to open or close the Plumber’s Toolbox. 
Press to resume the game after taking a photo. 


THE PLUMBER’S TOOLBOX 

Press Start to open’s Luigi’s toolbox to display his set of 

advanced Mario-finding tools. 

Artifacts. Some of the Koopas scurrying around are 
carrying stolen artifacts; their dastardly deed will be 
revealed when you jump on their heads. When you grab 
the loot, a small picture of the recovered artifact will 
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appear at the top of the toolbox screen. The next step is 
to return the artifact to the Curator at the proper 
Information Booth in the city; be sure you bring the 
proper item to the booth. 

Computer. This is Luigi’s automatic notebook, keeping 
records of all conversations and pamphlets collected by 
Luigi in his exploration. To work with the computer, 
highlight it and press the A button. Then use the arrow 
keys to move the on-screen box over the item you want 
to examine and press the A button again to read the 
notes there, 

Globulator. Come to this tool when you have determined 
where in the world is Luigi. Highlight the Globulator 
and press the A button to select it. Then use the arrow 
keys to move Yoshi to the proper location on the global 
map. Press the A button again; if you have identified the 
correct city, Yoshi will arrive from his hideaway in 
Antarctica. He will help scare away the Pokey standing 
guard at the exit Portal. 

City Map. Consult the City Map for an overview of the 
current world, including the current location of Luigi 
and the Koopas. An “i” mark notes the location of an 
Information Booth. 

Photo Album. Each time Luigi takes a picture, it is stored 
in the photo album and can be examined here. 


SCORING 

The quicker you solve a theft, the more points you will 
earn. Remember that everything you do in the game, 
including using the Globulator, will cost you time. The 
clock stops when you use the Toolbox to check on Artifacts 
or consult the Computer, the City Map or the Photo Album. 


POWER PLAYER HINTS 
Each time you successfully lock a Portal, a password will 
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be displayed. Write it down so that the next time you play 
the game you can begin from that point instead of having to 
start all over again. 

If you look at the City Map, large or small, while the 
game is underway you will lose some time on the clock. 
Instead, press Start to pause the game and display the 
Toolbox and choose City Map to check your location and 
make a plan with the clock frozen. 

Be sure to go to all of the Information Booths and 
inquire about missing artifacts. Be sure to get a copy of the 
pamphlet; if you have recovered the missing item for the 
current Information Booth, answer the questions on the 
brochure and return it. 


SUPER SECRET 

Sludgeway. Don’t tell your mom, but the shortcut in this 
game is to slosh through the sewer pipes. When you get 
to your destination, you may want to backtrack for a bit 
to see if there was something important you missed 
while you were underground. 

The Yoshi Way. Hitch a ride of Yoshi whenever you can; 
he’s faster than you are. 
Mario is Missing!™, Mario, Luigi, Bowser and the Mario Bros. are 


trademarks of Nintendo. Game copyright 1993 The Software Toolworks. 
All rights reserved. 
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The Addams Family?" 


Graphics/Sound:9 —Response/Playability: 8 
Fun/Realism: 7 Ultimate Score: 8 
Oooh, they're weird. 


AII together now: They're creepy and they're kooky. And 
all together a lot of strange fun. Who else but The Addams 
Family, the macabre cartoon characters created by Charles 
Addams that first began running in "The New Yorker" in 
1935? They went on to star in a successful television series 
in the mid-1960s and then the big-ticket motion picture 
brought them back to life in 1991. The video game 
followed. 

It seems that dear Uncle Fester has lost his memory, and 
is now under the control of Abigail Craven, who cravenly 
seeks to steal the Addams family fortune. With her gang, 
she sneaks into the mansion and imprisons Pugsley, 
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Wednesday, Granny and the love of Gomez’s life, 
Morticia. It’s up to you to help Gomez free the Addams 
Five. 

Each time you rescue a member of The Addams Family, 
he or she will go to the Music Room and give Lurch the 
butler a piece of music to play. Once all of the extended 
family has been regrouped, Lurch will play the entire song 
which will open up the secret passageway to the 
underground chambers where Morticia is held. One or two 
players. 


CONTROL PAD 

Arrows: Press Left or Right to move Gomez in those 
directions. F 
Press Up to enter a door or opening, or to climb a rope 
or vine. 

Press Down to make Gomez duck, or climb down a rope 
or vine or enter an opening below him. 

A or B Buttons: Press to jump; the longer the button is 
pressed, the higher the jump. Press together with the 
Left or Right arrow to change the direction of a jump. 
When Gomez is underwater, press the A button 
repeatedly to make him swim; when Gomez is seated 
within the Fezi-copter, press to make him fly. 

X, Y Buttons: Press to make Gomez jab his sword or 
throw a golfball. Press together with the Up arrow to jab 
the sword upwards. 

L/R Pads: Press to shuffle Gomez left or right. 


SPECIAL ITEMS 

Fez. Jump Gomez into this floating hat to obtain the Fezi- 
Copter for a short period of time. Press the A or B 
buttons to fly. 

Golfball. Gomez can toss them at enemies. 

Running Shoes. Allows our hero to move faster and jump 
farther. 
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Small Hearts. Replenish one of your heart units. 

Shield. Makes Gomez invulnerable for a short period of 
time; Gomez will be accompanied by a trail of stars 
while it is in effect. 

Sword. Extends Gomez’ reach; if he is hit while carrying 
it, he will lose the weapon but not a heart unit. 


NUMBER OF LIVES 

Gomez can live forever, as long as you keep pressing the 
Continue button each time you lose the last of your lives. 
You'll begin each game with five lives, made up of two 
heart units each—when Gomez is hit twice he will lose a 
life. You can extend the number of heart units per life up to 
a maximum of five by defeating some of the guardians. 

You will receive a 1-Up for each 50,000 points earned. 


SCORING 
For every 25 $ signs Gomez collects, he will replenish one 
of his heart units; a 1-Up is awarded when 100 $ are 
collected. 

Points are awarded each time you collect an object or 
stomp an enemy; points are doubled if you stomp several 
enemies in a row. 


CONTINUE 

If you choose to continue a game, you will resume at the 
Hall of Stairs in the Mansion. Any member of the family 
you have already rescued will remain free, and you will 
retain all heart units from the previous game. 


POWER PLAYER HINTS 
The areas of the Mansion can be explored in any order you 
desire, although you will soon find that some areas are easier 
than others at first; build up your points, lives and hearts in 
the easy places before you put Gomez in serious danger. 

The Guardians are The Big Bird, The Sinister 
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Centipedes and The Shape-Shifting Snowman. 

Look for the Switch Blocks; jump up and hit them to 
turn on or off platforms or other devices you will need to 
complete your exploration. Note that some of them need to 
be turned on, and others off. 

You can dispatch most bad guys by jumping on top of 
them, but this is not wise if the creature has a pointed head. 

Explore the walls and doors to find hidden doorways; 
sometimes their location is tipped off by an irregularity in 
the surface. 

Look for the boxes marked with an “A.” These are the 
home of The Thing. Touch them to reveal important clues. 

Going back through a door you came through does not 
always lead to the same place! 


SUPER SECRET 

Snap When You Wanna Snap. Press the L or R pads 
during the opening title music. 

More, Gomez. In the Lower Gallery, locate the bear rug 
that is not spewing out little bears. Walk right into the 
bear’s mouth to collect a bunch of special items 
including a trio of 1-Ups, a Heart and a Baseball. 
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Start the game out right by going into Pugsley’s secret 
den, which is full of 1-Ups and special items. Enter the 
house and then head all the way left behind the stairs, 
and then come back a bit to the right so that you are just 
to the right of the remaining life marker. Press the Up 
arrow and a hidden door will open. While you are 
inside, press the Up arrow regularly to open other 
hidden doors within the den. 
Go back outside and fly up high and then descend 
down through the chimney; clear that area for a bunch 
of 1-Ups and items and then rise up the chimney at the 
other side. But wait: immediately go back down the 
chimney and head to the left to find a spectacular 
treasure trove. 

Code Words. Here are a pair of codes that will take you a 
bit into the game: 
&IRIV or &1#RM. 
And the following will take you deeper into the game: 
&IRRL: 36 lives, 3 hearts 
D9RZ8: 46 lives, 4 hearts, Fester rescued 
L6#GC: 61 lives, 5 hearts, Granny rescued. Also, 
BDSXY. 
B6KGB: 62 lives, 5 hearts, Granny and Pugsley 
rescued 
B&1&B: 80 lives, 5 hearts, Granny and Pugsley 
rescued 
DGRG: 66 lives, 4 hearts, Fester and Wednesday 
rescued 
3G9&3: 84 lives, 4 hearts, Fester, Pugsley and 
Wednesday rescued 
BLRXX: 76 lives, 5 hearts, Wednesday, Pugsley, 
Granny and Fester rescued. Try also, BLKXS for a 
similar zoom. 
BLKXS: 70 lives , 5 hearts, Uncle Fester, Granny, 
Pugsley and Wednesday rescued. 
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71117: 100 lives, 3 hearts and a sword 

W111W: 100 lives, 4 hearts and a sword 

21112: 100 lives, 5 hearts and a sword 

BLS&P: Walk into the music room and play through to 
the end of the game. 

Oh, and speaking of the Music Room: Don’t just do 
anything, stand there! Wait for the music to stop and the 
passage to the basement will open all by itself. 

But if you’d rather earn your way deep into the game, 
even if you start out with a bit of an advantage, use this 
code to begin with 99 extra lives: 11111. (The counter 
will read 00, by the way, since it cannot register above 
99; as soon as you lose that first life, it will read 99.) 
And, finally, here is a super secret that gives you a 
bunch of extra lives when you continue: When you lose 
all of your lives, you will go to a Continue/Quit screen. 
Move Gomez to the left as if you were going to select 
Continue, but keep on moving him all the way off the 
screen. You'll find yourself in a secret room where you 
can collect four 1-Ups before you resume play. 


The Addams Family is a trademark of Paramount Pictures. © 1991 
Paramount Pictures. Game © 1991 Ocean of America. 
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Super Adventure Island™ 


Graphics/Sound:9 Response/Playability: 9 
Fun/Realism: 9 Ultimate Score: 8.7 


Love that disco whistle! 


Hudson’s Adventure Island was one of the quiet superstars 
of the Nintendo world. Master Higgins didn’t get anything 
near the press of Mario and Luigi, but the game is cut from 
the same cloth and has its own devoted followers. 

The programmers of this game have done a very 
interesting thing: instead of concocting an entirely new 
story and an entirely different style of game, they have 
instead chosen to update the classic Adventure Island 
challenge to take advantage of the capabilities of the Super 
Nintendo machine. The result is a very playable, very 
enjoyable and gorgeous challenge. Some of the graphics 
and animation are about as fine as anything we have seen 
on a home machine. 

Master Higgins is the official hero of the lovely but 
mysterious Adventure Island, in charge of maintaining the 
peace against all assaults. Once again he is called into 
action, and the insult is personal: He is out stargazing with 
his girlfriend Jeanie Jungle when the strange Dark Cloak 
arrives, turns Jeanie to stone, and spirits her away to his 
castle at Ice Mountain. 

Master Higgins must face a passel of strange creatures 
including Shelly, who hides within an innocent-looking 
rock; the Bloobs, who will try to bounce him out of a life; 
Skizzer, a flying dog who will follow him everywhere and 
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get in the way, the Blue Reptilly, floating fire-breathing 
thingamabobs and Peppy, the dashing penguin. 

Our hero is equipped with an axe and a boomerang and 
incredible courage. He'll also come across stashes of 
hidden skateboards for extra speed. The game is a non-stop 
arcade riot. One or two players. 


CONTROL PAD 

Arrows: Press Left or Right to move in those directions. 
Press Up while jumping for a high jump. 
Press Down while jumping for a Super Jump. 
Use the arrow keys to control the direction of a 
boomerang in flight. 

A or Y Buttons: Press to throw your weapon. 

B or X Buttons: Press to Jump or Swim. 


LEVELS 

There are five areas in the game, each with four stages. To 
clear the stage you must grab the starball at the end. At the 
conclusion of each area you must meet and defeat the Boss. 

In each of the areas there is also a hidden Star Bonus 
Round. Shoot your axe or boomerang around the screen 
and listen for a ringing noise as if it has hit something 
invisible. Go to that place and jump. If you have indeed 
found a bonus area, a star will appear on screen. Jump 
again to grab the star and enter the secret place. 

In the Star Round, bounce from spring to spring 
collecting bonus items without falling. You'll have just one 
chance per area. If you make it to the end, the game will 
award you a "perfect" score and a 1-Up will appear on 
screen. Try to catch the extra life as you fall back to the 
regular game level. 


BOSSES 


In addition to a collection of some of the strangest-looking 
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creatures of this or any other adventure land, you will also 

have to defeat five fearsome boss monsters: 

Bamboozal. He may look like an ordinary statue, but how 
many sculptures have you met who throw fireballs? 
Move left and right and jump over the fireballs. When 
he pauses, approach quickly and take a shot and then 
retreat to wait for your next opportunity. 

Kraken. A well-armed octopus. Hang out along the bottom 
left corner and shoot at his mouth. 

Lavaslither. He lives in the volcano, on a bed of fiery lava. 
Jump and dodge and concentrate your shots at his head. 

King Reptilian. A lizard with a laser. Fake him out by 
moving toward his sword, but pulling back before he 
attacks. Then use your Super Jump ability to fly up high 
and toss your weapons at his head. 

Dark Cloak. Small guy, big trouble. Play defensively, 
avoiding the blue balls he will toss at you. Land your 
shots on his head. 


WEAPONS 
The two basic weapons of the game are the axe and the 
boomerang, each of which are powerful throwing devices. 
If you have the axe and pick up the boomerang, you will 
change to the new weapon; therefore, don’t give up a 
weapon you feel is best for the current situation. You can 
collect as many as four of the same weapon. When you get 
the fourth, your current device will turn into a Fire 
Weapon, which is twice as powerful as the ordinary 
weapon. 
A Fire Weapon can even destroy rocks, although it 
cannot remove a rolling boulder. 


ENERGY LEVEL 
At the start of each area, you will have a full Energy Bar. 
Displayed at the top left corner of the screen, it is made up 


172 Ultimate Unauthorized Nintendo Super NES Game Strategies 


of 15 units when full. As you play, you will use up your 
energy and the units will decline; if it reaches zero, you will 
lose a life. To restore energy, eat the fruit or drink the milk 
that appear on screen. When you make it to the end of an 
area, you will receive bonus points based on the amount of 
energy you have brought with you. 


NUMBER OF LIVES 

You will begin the game with three lives; you will lose a 
life if you touch an enemy creature or obstacle, fall into a 
valley or the water, or run out of energy. 

You will be rewarded with an extra Master Higgins with 
each 50,000 points you score, and can also collect 1-Ups. 
The maximum number of extra lives you can hold in 
storage is six. You are allowed two continues. 


POWER PLAYER HINTS 
Be sure to throw your current weapon all around the screen 
as you approach the end of each round—there is likely to 
be hidden fruit to be uncovered. In fact, it doesn't hurt to 
toss your goodies around most everywhere you are, 
especially underwater and in the branches of the tree. You 
never know what you may uncover. 

Before you go into a bonus round, try to grab all of the fruit 
near the entrance. When you return from bonus-land, all of the 
fruit will have grown back and can be grabbed again. 


SUPER SECRETS 

Island of Your Dreams. Select your favorite starting 
world with this hidden code that starts from the title 
screen. Press Start and then wait for the title screen to 
come back and then press and hold the L pad, the Right 
arrow and X and then press Start. Select from the five 
available rounds. 


Super Adventure Island is a trademark of Hudson Soft USA, Inc. © 
1992, Hudson Soft USA, Inc. 
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EM E 


Super Castlevania IV? 


Graphics/Sound:9 Response/Playability: 8 
Fun/Realism: 8 Ultimate Score: 8.3 
It sets the standard. 


The poor people of Transylvania are caught between a Drac 
and a hard place. It seems that every 100 years the forces of 
Good grow weak and the forces of Evil strong. And guess 
who comes to visit: the dastardly dangerous demon 
Dracula. 

They could move away, we suppose, but they do have 
such a lovely view of the miasmal swamps and the creepy 
cemetery. 

Drac's goal is to place all of the innocent people of 
Transylvania under his dark thumb, and he's pretty good at 
it. And so are the programmers of the Castlevania video 
game series. There have been three previous NES games 
and two Game Boy challenges, all of them headless 
shoulders above most other ghoul-arcade games. 
Castlevania IV, their latest and greatest Nintendo offering, 
features double-scrolling backgrounds and bloodcurdling 
sound effects. 

Anyway, back to the story. Guess what? The last 
appearance of Dracula in these parts was 100 years ago. 
Now, Transylvanians are sensing that something strange is 
happening. There are odd creatures appearing, and a group 
of known no-goodniks has gathered in the ruins of an 
ancient abbey outside of town. There they perform their 
very best black magic with the goal of bringing Dracula 
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back from the dead to the living dead once again! 

For hundreds of years, though, Dracula has faced a most 
difficult foe: the Belmont family. From generation to 
generation, the Belmonts have passed along their ancient 
secrets of vampire hunting. 

You are Simon Belmont and once again, the howl of the 
werewolf is heard! Simon starts out with his basic Mystic 
Whip, a family heirloom that packs a nasty sting. In this 
newest game, the Whip is more versatile than ever—Simon 
can swing it around in circles or flail it above and below as 
well as straight out. And our hero can now throw the Whip 
at an overhead anchor and swing from it like Simon the 
Ape Man. 

The 8-megabit game is a masterpiece of graphics and 
sound, although it has nothing that would completely 
surprise a veteran of any of the five earlier Castlevania 
games. But if you liked those challenges, you’ll love this 
one. One player only. 


CONTROL PAD 

Arrows: Move Simon left and right on the screen or up 
and down stairs. 
Press Up to open a gate to pass through. 
Press Down to make Simon crouch on level ground. 
Press to aim the Mystical Whip in any of eight 
directions. 

B Button: Jump. 

Y Button: Cracks the whip. Aim the whip using the arrow 
keys. 
To whip straight up, press the Y button with the Up 
arrow. 
To whip straight down, press the B button to jump and 
then press the Y button together with the Down arrow. 
To swing from an overhead anchor, press the Jump and 
Whip buttons at the same time; use the Left or Right 
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arrow to swing. Release the buttons when you are at the 
place you want to land. 
See also Power Player Hints for a tip about swinging a 
limp whip around and around. 

R Pad: Press to use Special Items. 


OPTIONS 
Your most significant choice is the reassignment of the 
controller buttons, if desired. We did desire: We changed 
the Jump to B and the Whip to A, leaving Special Items 
assigned to the R pad. 

We especially like the werewolf howl that indicates your 
selection, by the way. 


SCREEN DISPLAY 

There are eight indicators arrayed across the top of the 
screen. At top left is the current Score of the game. Below 
that are two power gauges, one for the current Player and 
the other that indicates the remaining life force of an 
Enemy boss. When either gauge reaches zero, the player or 
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enemy will lose a life. 

At top center is a square that shows the currently 
selected Special Item. 

At top right is the current Block or level. Below that is a 
Shot indicator which is made up of small hearts collected 
from candles. To the right of the Shot indicator is a count 
of Remaining Players. The final screen indicator is 
Remaining Time. 


LEVELS 

There are 11 loathsome levels in Castlevania IV, each ruled 
over by a Boss. After you defeat each boss, you must grab 
the Ball of Light in order to move on to the next level. 
Inside the Castle, stage 4, you'll find two bosses. 


NUMBER OF LIVES 
You will begin the game with three lives to lose. You can 
pick up extra lives by scoring points and collecting 1-Ups. 


ENERGY LEVEL 

You can restore some or all of Simon's life gauge by 
capturing food items that appear after you whip down a 
candle or defeat many of the enemies. 


PASSWORD 
After you lose all of your lives, you will be offered a choice 
of seeing a Password screen. If you are far into the game, 
you should take advantage of the offer. The password will 
allow you to return to the game at the level you left, 
although you will lose all bonuses and power-ups collected. 
You can use the grids in the back of the instruction 
manual or draw your own four-by-four grids to record 
passwords. Be sure to write down the name you used when 
you started the game, too. You might want to use-your own 
code for the three types of entries for each square: Heart, 
Axe and Sacred Water. 
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To resume play, select Continue from the opening title 
screen. At the top of the screen you will see four items—an 
empty square and the three items described above. Use the 
L or R pads on the controller to highlight one of the entries 
and then use the arrow keys to highlight the appropriate 
square on the password grid. Press the A button to enter it 
into the grid. 

If you make a mistake, select the empty square at the top 
of the screen and install it in the grid square. 


SPECIAL ITEMS 

In addition to the old trusty Mystical Whip, there are 
various other important special weapons and items hidden 
in the world of Castlevania. Grab any you can. 


WEAPONS 

Watch. Stops time, freezing enemy action for a short 
period. 

Dagger. A sharp thing to have around. 

Axe. Slow but deadly when tossed. It will travel in a long 
arc toward an enemy across the screen; it is not of value 
against an enemy up close. 

Fire Bomb. Burns its way through most anything it 
touches. 

Boomerang. Let it fly around the screen and back to your 
hand. 


ITEMS 

Small Heart. Worth one shot per weapon. 

Large Heart. Worth five shots per weapon. 

Cross. Destroys all enemies on screen. 

Invincibility Potion. Makes you safe from harm for a few 
seconds. 

Morning Star. Boosts the power of the Mystical Whip. 
There are two stages of boost: The first time you pick up 
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the Star you will gain a short chain; the second time a 
longer chain. 

Money Bag. Bonus points. 

Double Shot. Allows you to use a throwing weapon twice 
in a row. 

Triple Shot. Allows you to use a throwing weapon three 
times in a fow. 

Small Pork Chop. Restores some lost power. 

Large Pork Chop. Restores more lost power. 

Magic Crystal. When you defeat the Boss at the end of 
each level, he will yield this item, which will restore all 
lost power and give you a time bonus. 

1-Up. An extra life. 


ENEMIES 

There are, as you might expect, dozens upon dozens of 
creeps small and large: Among those you will meet are 
Medusa, the Hounds of Hades, Pillars of Bones, 
Gargoyles and Pond Scum. We kind of like the Holding 
Hands that will pop up from the ground and grab your leg; 
use your limp whip.to slap them down. 


1 ALWAYS WANTED TO KNOW 

How do I defeat Medusa in the second stage? Who does 
her hair, anyhow? Clear your way to Medusa by jumping 
and whipping in circles to be rid of the mini-snakeys she 
spits out. Then toss a couple of boomerangs. 


POWER PLAYER HINTS 

We're not going to crack any jokes about swinging a limp 
whip, okay? We’d like to, but this is a family-rated book. 
Anyhow, here’s the scoop: You already know that if you 
press the Y button, Simon will let loose his Mystical Whip 
straight as a rod. But try this: Press and hold down the Y 
button and the whip will fly out and then lie limp. When it 
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is in that condition, you can use the arrow keys to flail it 
around. It won’t do as much damage as it would when it is 
taut, but it will work well in certain situations including 
times when Simon is surrounded by little enemies. The 
limp whip is useful against the purple hands that extend up 
from the floor of Level 2-1, for example. 

Simon can use his whip to knock down some of the 
fireballs and other weapons thrown at him by enemies. 

Be sure to explore on both sides of fences; look for the 
gates that lead between the foreground and background. 

Don’t always assume that walls are as solid as they may 
appear. In this area, and elsewhere, you can open up hidden 
bonus areas by smashing boulders with your whip. 

Take advantage of your ability to change the assignment 
of commands. We recommend putting the Jump action on 
B and the Whip on A, leaving Special Item assigned to the 
R pad. 

If you make a mistake entering a password, select the 
empty square at the top of the screen and install it in the 
grid square with the error. 

The Morning Star has two stages of boost: the first time 
you pick up the Star you will gain a short chain; the second 
time a longer chain. 


SUPER SECRET 

Here’s a quick password into Level 2-1. Go to the Continue 
screen. Then press Start to skip over the name entry. 
Finally, select the Sacred Water icon and install it into just 
two places: the second and fourth boxes in the first vertical 
column. Everything else is blank. Press Start to go to 2-1. 


w 


w | | 
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What? More! Okay, here are a few more codes: 


Stage 4 Stage 6 Guardian 1 

w | JH] w | |A H| | W 

AW| |H AW| |H A|H| |H] 
|A| |A A| JA w |H 
w W|H HJA 


And here are a few more codes for truly intrepid 
Castlevaniacs who want to explore the Second Quest of the 
game. Once again, leave the password name blank and just 
enter the codes, as follows: 


Stage 1 Stage 2 Stage 3 
H|A| [P A A| JA 
A H| P P 
A A A 
H H 
Stage 4 Stage 5 Stage 6 
A A A 
P P/P P|P 
H| |A H| |A 
H j PIA 
Stage 7 Stage 8 Stage 9 
A| |H A A 
P|H P|P PIH! | 
P H| |P H 
A P|P A|H 
Stage 7 Final Stage Dracula 
A| JA Jaj |P H 
P = P/P| | AW| |H 
A| |H H w 
H|H HJA A 


Whip through boulder walls to uncover the entrances to 
hidden rooms; you may find treasure troves of hearts and 
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meat and other items. 

And here’s a secret for the very dedicated: In Level 9, 
hop on a treasure chest 255 times and the poor thing will 
finally give up and reward you with a pork chop. 


Super Castlevania IV is a registered trademark of Konami, Inc. © 
1991, Konami Inc., Ltd. 


ER FI 


Contra? Ill: The Alien Wars™ 


Graphics/Sound: 9 _Response/Playability: 8 
Fun/Realism: 9 Ultimate Score: 8.7 
Just keep shooting. 


Scorpion, one of video gaming's most proficient one-man 
armies, has three times thrashed the evil Red Falcon. 
(Okay, sometimes it was a two-man army, with the 
assistance of his sweet buddy Mad Dog.) But that was then, 
and this is now: the year 2636. You are Jimbo and Sully, 
long-distant descendants of the great fighters; Red Falcon, 
alas, is still alive and very nasty. 

Red Falcon has invaded Neo City and packed it with his 
nasty aliens. It's up to you to keep the family name—and 
the family—alive. 

The game is divided into Side-view and Top-view 
stages. You'll carry a weapon in each hand; you can switch 
from one to the other with the X button. Shoot down the 
Weapon Wings to grab super weapons for the battles ahead. 

Although the supposed setting for this game is some 700 
years in the future, the scenes and story seem very much 
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like most other current shoot’em-ups. There have been two 
Contra games for the NES machine and a hand-held 
shooter called Operation C for the Game Boy. But none of 
them can hold a flamethrower to the non-stop action of 
Contra III: The Alien Wars for the Super Nintendo. The 
graphics and sound are awesome. 

As with all of the previous games, there is no way to 
sugar coat this: pacifists need not apply for this conflict. 
Shoot at anything and everything. One or two players. 


CONTROL PAD: SIDE-VIEW STAGES 

Arrows: Move Scorpion or Mad Dog left or right. 
Drive the armored car left or right. 

A Button: Press to launch M-80,000 Helio Bomb. 

B Button: Press to jump. 

Press with the Down arrow to climb down from any 
high place you are clinging to. 

X Button: Press to switch to left- or right-handed weapon 
fire. 

Y Button: Press to shoot. Hold down for rapid fire. 

Press to fire the Konan Cannon when you are within the 
armored car. 

L/R Pads: Press and hold the L and R pads together and 

press the Y button to randomly fire both weapons while 
spinning. 
Press the R and Y buttons together and you will be able 
to stand in one place and shoot in the direction selected 
by the arrow keys. You cannot stand and shoot while 
you are riding the jet bike, armored car, or hanging from 
an object. 


CONTROL PAD: TOP-VIEW STAGES 

A Button: Press to launch M-80,000 Helio Bomb. 

B Button: Press to activate the magnetic force field. 
X Button: Press to switch to left- or right-handed fire. 
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Y Button: Press to shoot. Hold down for rapid fire. 

L/R Pads: Press to rotate your field of vision left or right. 
Press and hold the L and R pads together while tapping 
the Y button to randomly shoot while spinning. 

Select Button: Press to display strategic map. 


OPTIONS 

Go to the option screen from the main menu to customize 

game play. You can select 3, 5 or 7 players and Easy, 

Normal or Hard levels. Each of the three difficulty levels 

has a different game ending. 
There are two 2-player games: 

2 Players *A" Mode. Two contestants cooperate in the 
battle against the aliens and appear on the same screen 
in Side-View Stages; in the Top-View Stages, the two 
players appear in separate screens. 

2 Players “B” Mode. Two contestants cooperate and 
appear in the same screen in all stages. 


LEVELS 

Mission 1: The Streets of Neo City. Home of the Man- 
Faced Mutts. 

Mission 2: Maria Calderon Highway. Shoot the 
Twylobites. 

Mission 3: The Old Cyber Steel Mill. 

Mission 4: Battle of the Blazing Sky. Hop aboard the jet 
motorcycles and helicopter missiles. 

Mission 5: The Mucho Grande Badlands. 

"Mission 6: Red Falcon's Main Base. 


WEAPONS and STRATEGIES 

You'll begin the game with a puny little Rifle, which you 
will want to upgrade quickly. Shoot down the various 
Special Item Weapon Wing icons that will float above your 
head to obtain super firepower like the following: 
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H. The Homing Gun will launch bullets that will follow 
your enemies like crazed mosquitos. 

B. The Barrier Shield will surround you with a blue 
magnetic bubble that renders you temporarily invincible; 
when the shield changes to red, you are in danger again. 

L. A powerful beam is emitted from the Laser Gun. 

C. The Crush Gun packs a wallop. 

S. The Spread Gun is like a super shotgun, clearing a wide 
swath from the screen. 

F. The Fire Gun works well against annoying aliens. 

You will also be equipped with a limited number of M- 

80,000 Helio Bombs. Launch one to clear the screen of 

attackers. 


SCORING 

You will earn points for each alien you shoot down; a 1-Up 
will be awarded after the first 20,000 points and each 
additional 60,000 points; the maximum number of players 
you can hold in storage is 30. 


POWER PLAYER HINTS 
In the 2-Player game, you can borrow a life from your 
partner by pressing the A button when you run out of lives. 


SUPER SECRET 

Au Contraire. Here’s a difficult way to select stages. From 
the player select screen, press quickly Left, Down, 
Down/Left, Left and Start. You'll hear a humming 
sound if you’ve done it correctly. 

Contra 30. Here’s the way to start with 30 guns. From the 
player select screen, press Right, Down, Down/Right, 
Right and Start quickly. Listen for the scream! 

Two for One. And here’s a very interesting trick that 
allows you to use two weapons at the same time. First of 
all, you must have a controller pad with an automatic or 
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manual rapid fire setting, like the Asciipad from 
Asciiware. Begin the game play and pick up two 
weapons and turn on the rapid fire for the X button. If 
your pad has an automatic rapid fire, the two weapons 
will continually switch back and forth; press the Y 
button to fire and your character will use both weapons. 
If your pad offers manual rapid fire, keep one finger on 
the X button while you press Y to fire. 

And another twin-gun trick that also requires a turbofire 
controller: pick up two different weapons and press and 
hold down Buttons B and X at the same time to fire both 
devices. (This trick will not work with the Flame 
Thrower.) 

Sounds Good. There is also a hidden Sound Test you may 
be able to bring forth; this was tested on a preproduction 
version of the game. From the title screen, press 
Right/Down quickly and rapidly press the X button until 
you hear a bell. Using a controller pad with a rapid fire 
setting for the X button might help. 

Spin Cycle. Use the L and R pads at the top of the 
controller to spin in stages two and four where the action 
is displayed in an overhead view. To rotate at double 
speed, tap the L or R button once very quickly, then hit 
it again and hold it. 

Absolutely Unfair. Here’s your chance to shoot down 
aliens like fish in a barrel. In Stage Three, watch for the 
the arrival of the large ship with a spotlight. When it 
appears, run to the left side of the screen and fire to the 
right; use the standard weapon or the Flame Thrower for 
best effect. Just stand there and keep firing: the stupid 
aliens will just keep jumping in front of your gun again 
and again. If you can stand it, just stay put with your 
finger on the Y button; or, hire your kid brother to do the 
job. Or, find some way to hold down the button while 
you go out and toss a baseball around in the yard for a 
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while. After an hour or so, you will earn enough points 
and 1-Ups to fully charge your fighter with the 
maximum of 29 lives. 


Contra is a registered trademark of Konami, Inc. Contra III and the 
Alien Wars are trademarks of Konami, Inc. © 1992 Konami, Inc. 


F-Zero™ 
Graphics/Sound:9 Response/Playability: 8 
Fun/Realism: 8 Ultimate Score: 8. 3 


Amazing Race! 


It’s half a millennium into the future, the year 2560 to be 
exact, and it’s Grand Prix time once again. This is, 
however, a road race unlike any we ancient people have 
ever seen. To begin with, there is no road: the race tracks 
are suspended in the sky about the cities and even way up 
higher among the asteroids. The vehicles are different, too: 
crosses between F-1 racing cars of today and jet fighters 
cruising one foot above the “track” using anti-gravity 
magnetic floatation. And finally, the drivers are a different 
breed: Some of the wildest and least honorable outlaws of 
the universe seem to have taken refuge beneath racing 
helmets of the F-Zero Knight League. 

The various tracks of the league each have their own 
idiosyncracies: Some are particularly difficult in their 
layouts, while others are just plain rigged. You'll have to 
learn how to negotiate around anti-gravity guard beams, 
jumping pads, and even hidden traps. 
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Our hero is Captain Falcon, a good guy who plans to 
mix his racing exploits with a bit of intergalactic criminal 
bounty-hunting; that’s a good thing since the race is full of 
intergalactic criminals. They'll do everything they can to 
win the race—and knock you off the course. 

F-Zero is an interesting variant of the Car Wars game, 
nicely drawn and programmed. The game makes excellent 
use of some of the advanced graphics features of the Super 
NES, including something called Mode Seven Rotation. An 
example of these graphics can be seen when your car 
crashes: the camera-eye view that has been following your 
vehicle will continue to move forward for a moment and 
then it will turn around and look back at the burning 
wreckage. At other times rotation is used to smoothly 
change the view of the race course from over the shoulder 
to a side view. 

The game also includes a heart-thumping musical 
background and an excellent set of sound effects for the 
roar of the engines, the squeal of the tires and the thud of a 
crash. Pump this baby through your stereo system for an 
arcade at home. One player only. 


CONTROL PAD 

Arrows: The Right and Left arrows are used to steer the 
vehicle. 
The Up arrow is used to bring a car back down to the 
course quicker when it has vaulted into the air on a jump 
plate. 
The Down arrow makes the jumping distance longer. 
(Think of the arrows as pointing the nose of the car up 
or down: Up is in the forward direction and brings the 
nose down, while Down puts pressure on the rear of the 
vehicle and points the nose up.) 

A Button: Super jet (Turbo). 

B Button: Throttle (Acceleration). 


188 Ultimate Unauthorized Nintendo Super NES Game Strategies 


X or Y Buttons: Brakes. 

L/R Pads: Press to move your vehicle's center of gravity 
left or right. Use the buttons in combination with the 
arrows to slide around corners at a sharper angle. 

Select Button: Press to move the cursor in decision 
screens. 


OPTIONS 
Difficulty Level. Choose between Knight, Queen or King 
leagues, in Beginner, Standard or Expert levels. 


SCREEN DISPLAY 

There is a tremendous amount of information displayed on 

the screen—no less than 11 different indicators, and that 

doesn't include the action on the race course. We'll move 
around the screen in a counterclockwise direction, from top 
left to bottom to top right. 

Score. Your current total points are listed at the top left 
corner. 

Current Rank. Directly below the Score is your current 
position in the race. If your rank is close to the 
Necessary Rank, the color of this indicator is yellow; if 
the rank is below where you are supposed to be, the 
position is indicated in red and an alarm will sound. The 
Blue Falcon, Golden Fox, Wild Goose and Fire Stingray 
will be disqualified from the race if they drop to a rank 
below 20th. 

Necessary Rank. Next to the Current Rank is an 
unchanging display of the position you must hold at the 
end of the race to avoid disqualification. 

Track Layout. At bottom left is a small drawing of the 
complete race course; a small dot on the drawing shows 
your current position. 

Check Mark. At bottom center is a “Check” indicator that 
will appear from time to time to tell you that a car is 
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coming up on you from behind. 

Super Jet (Turbo). You can turn on the turbo any time the 
SSSs at bottom right are green; when you have no 
power, the SSSs are red. 

Spare Cars. Above the Turbo indicator at the bottom right 
corner is the count of additional race cars available to 
you. 

Time Indicator. The large yellow numbers midway up the 
right side of the screen show the elapsed time in the 
current race, shown in minutes, seconds and hundredths 
of a second. 

Speedometer. Above the time is the speedometer, 
indicated in kilometers per hour. 100 kmh is equal to 
about 62 miles per hour. 

Power Meter. At top right, think of this indicator as a Life 
Meter for your car. Any time you touch another car or 
kiss one of the guardrails of the track, you will lose 
some of the power. When the power drops below the 
safe level, your car’s top speed will start to decline. If 
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the meter reaches all the way to 0, your vehicle is unable 
to take any more racing action and will stop. 

Ranking Check Mark. And finally, the racing car ahead 
of you is marked with a ranking indicator. This is 
particularly important if you are so far ahead of the field 
that you are beginning to “lap” other cars. In other 
words, the car ahead of you could be behind you in the 
Tace. 


SUPER JET (TURBO SPEED) 

Each lap after the first you will earn a Super Jet credit, 
indicated with an “S” at the bottom right corner of the 
screen. Each S is worth about four seconds worth of 
turbopower. Turn on the switch with the A button and hit 
the gas with the B button. 

The stewards of the race course have decreed that the 
Super Jet is not available in the first lap to avoid problems 
at the starting line. After then, you will have three Super Jet 
credits, and they can be used once in each lap. 


REVERSE 

If you manage to turn your vehicle around to face the 
wrong direction, an alarm will sound and a "Reverse" sign 
will appear on screen; you will have a short period of time 
in which to turn back around. 


SHORT CUTS 

Nice try, but don't use the jumping plates to cut across the 
course. You'll be penalized for any such wandering, 
perhaps even losing one of your vehicles. Instead, use the 
jumping plates to increase your progress within the course. 


PIT STOP 

Pull into the pit area to repair power for your car. The 
longer you stay in the pit, the more energy you will gain; 
however, you will also lose time in the race. 
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CARS AND DRIVERS 

Blue Falcon. Driven by Captain Falcon, a mysterious 
champion pilot. Vehicle weight: 1,260 kg (2,772 
pounds); maximum speed: 457 kmh (286 mph). 

Golden Fox. Driver is Dr. Robert Stewart, son of the late 
Kevin Stewart, the car’s maker. The Fox is extremely 
powerful and very light, making it difficult to corner and 
susceptible to damage. Vehicle weight: 1,020 kg (2,244 
pounds); maximum speed: 274 mph). 

Wild Goose. Pico is the pilot of this strong vehicle; its 
weakness is its relatively slow acceleration. Vehicle 
weight: 1,620 kg (3,564 pounds); maximum speed 289 
mph). x 

Fire Stingray. Driven by Samurai Goroh, both the pilot 
and vehicle are heavyweights. It has the strongest engine 
in the race, and perhaps the entire universe, but 
acceleration is quite slow. Vehicle weight: 1,960 kg 
(4,312 pounds); maximum speed 299 mph). 


THE COURSES 

Among the planet cities and their race tracks are the 

following: 

Mute City. Its real name is Mutant City, the largest city in 
the league. The course includes a long straightaway that 
ends in a sharp U-turn. E 

Big Blue. A twisty, turny course on a planet that is covered 
with ocean over 99 percent of its surface; don't go for a 
splash, and watch out for the weird magnetic field on the 
last turn. 

Sand Ocean. A complex course on this sandy planet, it 
turns back on itself four times, requiring considerable 
technical expertise from the driver. 

Death Wind. The course couldn't be simpler: a huge oval. 
But the winds howl without stop here and the resulting 
crosswinds and headwinds make maneuvering on the 
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narrow course quite difficult. 

Silence. There are lots of turns, with something like 18 
different 90-degree right angles. 

White Land. Sharp turns and curves within curves with 
magnetic fields everywhere in the crystalline planet. 

Port Town. There’s a long straightaway down one side of 
this course; the other side has about as many notches 
and right-angle cutbacks as the key to your door. The 
course includes a pair of powerful magnetic fields, a 
speed reduction zone and an assortment of other traps. 
This one is not for the fainthearted. 


PRACTICE MODE 

Work on your racing skills on a selection of seven courses 
from the Grand Prix; you can choose to race by yourself or 
select a rival. Choose from a range of vehicles from the 
fastest Blue Falcon, to Golden Fox, Wild Goose, or the 
slowest Fire Stingray. You can make as many tries as you’d 
like; after each race, you will see a display of your lap time, 
your total time and the five best lap and total times. 


F-ZERO RACING RULES 

You will start each race in the field, and must move your 
way forward through the other cars on the track and finish 
in the top three at the end of the fifth lap. 

LAP 1: You must be in position 15 or better. 

LAP 2: You must be in position 10 or better. 

LAP 3: You must be in position 7 or better. 

LAP 4: You must be in position 5 or better. 

LAP 5: You must be in position 3 or better. 

If you fail to meet the requirements, you will be 
disqualified. If you have a spare car you can go back to the 
races; you will enter the Grand Prix with two extra cars. 

Each pilot will be awarded points based on rank at the 
end of each lap in the Grand Prix races as follows: 
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Rank 1:900 points Rank 3:400 points 

Rank 2:600 points Rank 4 and below: 200 points 

No points are awarded if you are not at or better than 

your Necessary Rank in the current race. 

The awards for the last lap position are as follows: 

Rank 1:2500 points Rank 3:1000 points 

Rank 2:1500 points 

Extra cars are awarded at 10,000, 20,000, 30,000 points 
and so on; however you cannot have more than five spare 
cars on hand. 


POWER PLAYER HINTS 
The professional driver lets up on the gas going into a turn 
and pours it on coming out. 

Use the L/R arrows to lean into the sharpest of turns. 

Use the Up arrow to bring a car back down to the course 
quicker when it has vaulted into the air on a jump plate. 
The Down arrow makes the jumping distance longer. 
(Think of the arrows as pointing the nose of the car up or 
down: Up is in the forward direction and brings the nose 
down, while Down puts pressure on the rear of the vehicle 
and points the nose up.) 

Expert drivers say they don’t concentrate on the twists 
and turns of the track very much; instead, they park 
themselves just off the bumper of the computer-controlled 
car in front of them. 

The best use of the Super Jet is on a long straightaway 
where you will not have to give up some of your speed by 
braking on a turn. 

Don’t worry about recharging your power meter until it 
drops well below half; half a tank should be enough for 
most races. 

Save your nitro for the final lap for a short-term boost 
into the winners’ circle. 

The Fire Stingray always starts first in a race, although 
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its acceleration is a bit sluggish. You can pick up a boost of 
speed by pulling in front of one of your competitors and 
letting them bounce into you. 

If you turn your vehicle around to face the wrong 
direction, an alarm will sound and a “Reverse” sign will 
appear on screen; you will have a short period of time in 
which to turn around. 

You won’t have much chance to study the small map at 
the lower left corner of the screen; press pause from time to 
time and note the location of yellow markers for pit zones, 
the grey for rough spots, and the blue for jump plates. 


F-Zero is a trademark of Nintendo. © 1991, Nintendo. 


Super Ghouls ‘N Ghosts™ 


Graphics/Sound: 8 Response/Playability: 8 
Fun/Realism: 8 Ultimate Score: 8 


Gives you everything but the coin slot. 


Our buddy Sir Arthur is one of three most famous 
persistent professional purloined princess rescuers, right up 
there with Mario and Luigi. 

Sir Arthur is a heckuva nice knight. Years ago he 
defeated the phantoms of the Ghoul Realm and rescued 
Princess Guinevere (his sweetheart) and returned her to the 
throne. After that he took off on a well-deserved global 
vacation in search of powerful White Magic. 

Imagine Artie’s distress when he returns to find the 
kingdom is back in tumult! The Ghoul Realm has come 
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back from the dead (from dead to living dead?) and has 
taken over. And, of course, the Princess has been 
kidnapped by the Emperor of Evil and held in the crypts of 
the Phantom Zone. 

So, put on your long underwear (more about this later) 
and strap on your armor and weapons. The very earth 
beneath your feet will split and heave, the seas will swell, 
and all of the devils of hell will snap at your feet as you 
head into battle. 

There is a full range of interesting special weapons 
and magical items, but this game—like the very best of 
video challenges—relies much more on the abilities of 
the player. 

The Ghouls ‘N Ghosts series is a multiple-platform 
champion, a winner in the video arcades and the Sega 
Genesis machines, among others. It has creepy, crawly 
graphics and sound, cut from the same cloth as the 
famously playable Castlevania series; it also has a bit of the 
sense of humor of one of the Mario Bros. games—for 
example, when Sir Arthur loses his armor, he returns to the 
game in his long johns. This version of the game is very 
similar to the adventure released for the Genesis machine, 
not making particular use of the Super NES controllers, but 
still a most impressive video offering. 

If you don’t like this game, we suggest you get someone 
to check your pulse. One player only. 


CONTROL PAD 

Arrows: Press Left or Right to run in those directions. 
Press Up to climb; Press Down to duck or descend. 
To pick up a weapon, put on armor or grab a money bag, 
run over the item. 

B Button: Press to jump. You can use the Left, Right or 
Down arrows to control the direction of a jump while in 
midair. For a high-altitude double jump, press the B 
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button once to jump and a second time while Arthur is in 
midair. 

Y Button: Press to throw a weapon while standing still or 
while moving. 


LEVELS 

There are eight ghoulish, ghost-filled levels for Arthur to 
clear. At the end of each of the quests, Arthur will have to 
defeat a particularly Foul Guardian at the Gate to the next 
level. You begin each level with five minutes to gain the 
key to the next Gate; if you fail to accomplish your task in 
that time period, you will lose a life. 


WEAPONS and STRATEGIES 
Destroy as many as you can of the creeps you meet in 
the game; many will drop pots containing special items 
as they fall. 
Pots can hold 1-Ups, bonuses or special weapons. 
As you move, Treasure Chests will also pop up from the 
crummy earth beneath your feet or appear in hidden 
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corners. Shatter the chests with your weapon to free the 
contents. 

Treasure Chests can include armor or weapons, which are 
good. Or, they can contain traps or the Conjurer, which 
are bad. A trap can rob you of one of your lives. The 
Conjurer (another word for Wizard) will try to cast a 
spell on Arthur, changing him into a little baby for a 
short period of time. 

: Money Bags can also be found on the ground, in bushes, in 
rocky crevasses, or within the various structures of the 
realm. 

As Arthur moves among, he will come across various 
special weapons; run over them to pick them up. 

Weapons of Knightly Power 

Lance. The first weapon available to Arthur, it flies straight 
ahead like a spear. à 

Dagger. Arthur can throw three of these small knives at 
once. 

Crossbow. Two small arrows can fly from the bow at once. 

Scythe. A wicked curved blade that can whip downward; a 
worthy weapon for Arthur as he moves across stone 
pillars. 

Torch. A powerful device that can light the very ground 
afire, destroying everything it touches. Arthur can only 
carry a pair of torches at one time. 

Axe. A small but deadly close-in weapon. 

Weapons of Enchantment 

Flaming Lance. A hyper-lance that leaves behind a trail of 
flames. 

Magic Dagger. Enchanted dirks (straight-bladed daggers) 
that leave a trail of magical light; Arthur can throw three 
at once. 

Magic Crossbow. Three guided missiles, err, arrows are let 
loose at once to find their own targets. 

Magic Scythe. More powerful curves. 


198 Ultimate Unauthorized Nintendo Super NES Game Strategies 


Magic Torch. Smash it to the ground to send a tower of 
flame into the air. Arthur can handle only two at a time. 

Hefty Axe. Just like it sounds. 

Armor and Shields. Break open treasure chests to reveal 
them and run over to add them to your travelling kit. 

Steel Armor. Arthur’s first suit of clothes, able to protect 
against just a single direct hit. 

Bronze Armor. Also good for protection against a single 
hit, it adds the power to use the Weapons of 
Enchantment. 

Golden Armor. The most powerful suit of mail, it protects 
Arthur from a single hit, allows him to use enchanted 
weapons, and also permits him to invoke magic. 
Supplied with Golden Armor is the Moon Shield, which 
can block one shot before it falls apart. 

Sun Shield.-A glowing shield that can block three shots as 
well as summoning Magic quickly. 


MAGIC 

Once Arthur has put on the Golden Armor, he is able to 

cast one of seven types of special magic. Hold down the Y 

button to energize the. Magic Gauge; release the button 

when the gauge reaches its fullest level to let loose the 
spell. 

Thunder Magic. Makes your Magic Lance into lightning 
bolts able to blast their way through solid objects and 
destroy any enemies in their path. The bolts travel in 
three directions at once. 

Fire Dragon Magic. Using your Magic Knife, you can 
bring forth a Fire Dragon that will toast any creatures it 
meets. 

Seek Magic. The Magic Crossbow will dig up any hidden 
treasure chests in the area. 

Tornado Magic. The Magic Scythe will bring forth twin 
tornados to blow away any enemies in their path. 
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Lightning Magic. The Magic Axe becomes an electrical 
storm to charge through anything in its path. 

Shield Magic. The Magic Torch will gather three glowing 
protective orbs. 

Nuclear Magic. A super-powered explosion brought forth 
by the Crossed Swords. 


NUMBER OF LIVES 

Arthur begins his quest with three lives. Each life will only 
withstand two enemy hits; the first time Arthur is touched, 
he will lose his armor and the second time he will lose a 
life. Super Ghouls ‘N Ghosts includes an unlimited number 
of continues at the end of each game. 


LEVELS 

Quest 1: The Dead Place. The two perilous places of the 
first quest are The Haunted Graveyard and The 
Forest of Fear. In the graveyard, the zombies want to 
hug the living . . . to death. Deep within the forest are 
the ruins of an ancient castle, including a ghoulish plant 
that will eat anything, or anyone, it meets. One of the 
most amazing enemies of the early part of the game is 
Cockatrice, a huge rooster-like creature with a neck that 
can stretch all the way across the screen; his beak is his 
weak spot. Knock down the little MiniWings, he will 
spit in your direction and concentrate on attacking 
Cockatrice when his neck is fully extended. 

Quest 2: The Rotting Sea. You'll journey first to The 
Graveyard of Ships, where the port is now home to 
rotting ships and rotten corpses, neither of which are 
quite dead. Next is The Sea of Despair, which lies 
between the human world and the Phantom Zone. 

Quest 3: Vermillion Horror. Deep within the earth is the 
Crucible of Flame. From there you will move on to the 
terrible twin Towers of Molten Steel. Within the walls 
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of the tower is the workshop of the ghouls of the 
Phantom Zone. 

Quest 4: The Ghoul’s Stomach. Yucch. But, wow, some 
of the neatest graphics of the game can be found here 
when the platforms form a cage around Arthur and the 
entire screen spins—these special effects are among 
those that only the SNES can perform. Avoid the deadly 
green fireballs thrown his way by the Skull Flowers; 
listen for the hiss of escaping gas to know when to avoid 
poison in the air. A turbofire controller is very effective 
against Hydra, the boss of the level. Each of Hydra’s 
three heads must be destroyed to finish him off; note 
that Hydra cannot be damaged when he goes through 
mutation on screen. 

Quest 5: The Deep Chill. The winds of winter are always 
blowing in the Ice Forest. As you get closer to the 
palace of the Emperor of Evil, you will have to scale the 
sheer Ice Wall. 

Quest 6: The Castle of the Emperor. The Welcome Mat 
is definitely not out; watch out for the booby traps. 

Quest 7: The Hallway of Ghouls. The corridors of power 
outside the Throne Room of the Emperor. 

Quest 8: The Throne Room. Here’s the Emperor himself. 


POWER PLAYER HINTS 

Remember that you will lose the current weapon each time 
you pick up a new one. Therefore, don’t throw out a good 
one if you’re satisfied with it; avoid picking up a lesser 
weapon. 

Some of the weapons must perform all of their damage 
or magic before they can be used again; between uses you 
will be unarmed, so be ready to jump or duck out of the 
way. 

As the game begins, Arthur carries the Lance. To 
improve on that, move immediately all the way to the left 
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and double jump to reveal a treasure chest with a new 
weapon. 

One of the most important skills is the Double Jump, 
which allows Arthur to jump further or reach enemies at 
unusual angles or locations. Press the B button once to 
jump and again when Arthur is in midair. Use the arrow 
keys for a midair reversal of direction. 

The contents of some of the treasure chests will change, 
depending on the type of armor that Arthur wears when he 
breaks them open. Arthur is only able to use magic spells 
when he is dressed in his Golden Armor; the type of magic 
spell available will depend on the current weapon. Look at 
the magic gauge box at the top of the screen. To use magic, 
press and hold the Y button until the spell appears in the 
box and then release the button. 

If Arthur bears a shield, magic spells will appear quicker 
in the magic gauge. 


SUPER SECRET 

Here are the keys to the ghoulish kingdom. Plug controllers 
into both ports. Go to the option screen and move the 
cursor so that Exit is selected. On the second controller, 
press and hold the L pad and Start; on the first controller, 
press Start. You will enter into a special screen that 
includes stage select and music and sound tests. 

Super Ghouls ‘N Ghosts is a trademark of Konami. © 1991, Konami. 
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Krusty’s Super Fun House™ 


Graphics/Sound:9 Response/Playability: 8 


Fun/Realism: 8 Ultimate Score: 8.3 
Have a cow! 


Rats! They’ve invaded Krusty’s Fun House, and Bart 
Simpson can’t sit by and let this happen without getting 
involved. 

Here’s yet another installment in the strange procession 
of Bart Simpson and Simpson spin-off games; unlike most 
other sequels in video gamedom, each of these is different 
from the one before. 

The assignment here is to clear the Fun House of the rats 
by directing them to a single trap in each level. You’ll 
move blocks to clear obstacles or create passageways, 
connect pipes or knock down walls. And if that’s not 
enough fun, Krusty will cream his strange pursuers with 
custard pies. 

This game is good, messy fun. By the way, Krusty’s Fun 
House is also available in a nearly identical version for the 
Sega Genesis machine. One player only. 


CONTROL PAD 

Arrows: Press Left or Right to move in those directions. 
Press Up/Left or Up/Right to climb stairs. 
Press Down to pick up or drop items. 
Press Up to enter doors. 

Y Button: Shoot/Kick. 

B Button: Jump. 
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PLAYING THE GAME 
Rats! Everywhere. 

Your assignment is to direct all of the rats into the single 
rat trap on each level. Supervising the traps are highly 
competent folk like Bart Simpson, his dad Homer and 
characters like Sideshow Mel and Corporal Punishment. 

It’s not that easy to get the stupid rats into the traps, and 
it gets harder and harder as the game goes on. To begin 
with, the little rodents can’t climb or jump. Then there are 
the pipes, holes in the ground and gusts of wind that keep 
knocking them down. It’s your job, then, to help them get 
past the obstacles to the traps. You’ll have a bunch of 
special tools like blocks, super springs, pipe sections and 
other devices. 


LEVELS 
There are five sections to Krusty’s Fun House, each with as 
many as 14 levels. 

When you first begin the game, you will find yourself in 
the main hallway, which includes five doorways—one for 
each section; within each section are wooden doors that 
lead to the various levels within. You must complete all of 
the levels in each section before the door to the next section 
will open. 

Play through the levels in a section in any order you 
want; you may want to keep notes on each session so that 
you can determine if a particular sequence is better for you. 
Some of the levels are locked away or hidden and can only 
be reached by kicking a Magic Bonus Block found within 
other levels of each section. 

The goal in completing each level is to get the rats to the 
trap and then return to the door. When you do so, you will 
automatically be transported back to the hallway where you 
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started. The doorway you came back through will be shut 

with a silver padlock. 

One of the doors in the: hall is locked with a golden 
padlock at the start of the section; you must complete all of 
the other levels in the section before it will be opened. 
Once you enter, you will find a different challenge, with no 
rats: Instead you must find the Magic Block which opens 
the grate in the Hall and leads you back out to the Main 
Hall and the next section. When you find the block, press 
the Up arrow to return to the main hallway. 

Stage 1. Bart himself will bash those pesky rodents at the 
end of this relatively easy stage. Practice all of your 
moves here, because the going gets tougher. 

Stage 2. You'll enter into the machinery of Krusty's Fun 
House. There are lots of pipes that send rats all over the 
place, and, of course, aliens with laser beams. High- 
voltage Homer stands ready to zap trapped rats. 

Stage 3. Okay, we're convinced: Pigs can fly. At least here 
in this more difficult stage. Sideshow Mel is equipped 
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with an air pump which he'll use to inflate rats until they 
pop. 

Stage 4. There are parts of Krusty’s Fun House that are not 
open to the public, and it’s obvious why. Birds swoop 
down from the rafters, dropping eggs. Catch the rats in 
jars and bring them to Corporal Punishment who will 
(are you ready for this?) eat them. 

Stage 5. All of the bad guys of the previous four stages are 
back and the maze is very complicated. But if you can 
collect all of the rodents, Bart will also return. This time 
he is equipped with a strainer to make rat sauce. 


STRATEGIES 

Use The Last Resort (the Select button) to get out of a level 
when you are completely stuck. Don’t be too quick to use 
it, though, because it will cost one of your lives. 


SPECIAL ITEMS 

Not all items can be picked up, and you can hold only one 

item at a time. You will know which item you currently 

have by consulting the item indicator at the bottom of the 
screen. 

Block. Use one as a step for rats or for Krusty to climb on. 
Kickable Block. Move it to where you want to use it by 
standing next to it and pressing the B button to kick it. 
Super Spring. Jump higher. Some of the springs can be 
picked up when you're standing still on one of them. 
Blower. Blows rats in the direction it faces. Some blowers 

can be picked up. 

Pipe Corner. Connects two pipes at right angles. 

Straight Pipe. Fills in missing segments of pipe. 

Glass Jar. Allows you to capture one rat in it and move it 
to another place. Once a rat is inside, the jar will serve 
as a step for other rats. To release the rat inside the jar, 
stand next to it and press the B button. 
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MAGIC BONUS BLOCKS 

Look for Magic Bonus Blocks within the Fun House. To 

grab one, stand facing the block and kick it; the block will 

disappear and be replaced by a bonus. 

Magic Blocks contain one of the following bonuses: 

Krusty’s Bag of Tricks. 10 points. 

Krusty Mug. 20 points. 

Krusty Hooter. 50 points. 

Krusty Doll. 1-Up. You can have a maximum of nine extra 
lives. 

Krusty Burger/Krusty Potato Chips/Krusty Shake. 
Bonus Health. 

Pies. Worth 10 custard pies. 

SuperBall. Gives you five SuperBalls. Some of the walls 
that lead to passages, block your path or block the path 
of the rats are made of Crumbling Blocks. Some can be 
removed by stepping on them or by hitting them with 
one or more SuperBalls. Once you have collected a 
SuperBall Bonus, press the Y button to throw one. 

Secret Passage Bonuses. Some Magic Bonus Blocks hide 

passageways instead of bonus items. When you kick 
one, it will open a passage or doorway to a bonus room 
somewhere in the current level or in the section hall. 
You'll have to explore to find it. 
When you enter the bonus room, you will have a time 
limit in which you attempt to collect all of the tokens. If 
you grab them all, you will be rewarded with a Krusty 
Doll, worth an extra life; in some levels you may also be 
teleported to an inaccessible part of the level. If you 
don't collect all of the tokens, you will be teleported 
back to the door through which you came in. 


ENEMIES 
Be on the lookout for various weird and bothersome 
creatures who will pick on Krusty. If they hit him enough 
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times, Krusty will lose a life and you will have to play the 
current level again; if Krusty loses all of his lives, the game 
is over. 

Your weapon against the creatures is a collection of 
custard pies. Krusty begins the game with 10 pies; to throw 
one, press the Y button. 

Venom Vipers. Look down low for these slithering snakes; 
watch for their Venom Balls. 

Pink Flying Pigs. They'll fly up high and try to sit on you 
from above. 

LaserAliens. They walk around, armed with high-powered 
laser beams. 

Giant Goofy Birds. High-flying claws. 


POWER PLAYER HINTS 
There is no indicator to tell you exactly how much damage 
Krusty has suffered at the hands of the strange creatures in 
the game. You can, though, get an indication by letting 
Krusty stand without moving for a while. If he's smiling, 
he's doing fine; if he's breathing heavily, he's not well. 
There's no penalty for going too slowly, so take your 
time if you need to. However, you will receive a large 
bonus for completing your assignment quickly. 
Items can be stacked on top of each other or alongside 
each other to create a staircase. 


SUPER SECRETS 
Why didn't you think of this one? The initial code, which 
will let you skip right over the first level, is BARTMAN. It 
shouldn't be surprising, then, to learn that the next code 
stays more or less in the family: SMITHERS is the key to 
Level 3. The pass to Level 4 is SNOWBALL and the way 
to zoom to Level 5 and the cellar uses the patron saint of 
Springfield, JEBEDIAH. 

Here's a back door code that opens all the doors of the 
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fun house for unlimited practice sessions: enter a blank 
space and then JOSHUA and then another blank space. 
Press Start to begin the game. And there’s another bonus to 
this version: any time you press the L and R pads at the 
same time, your supply of pies will be replenished. 

Krusty’s Super Fun House is a trademark of Acclaim Entertainment, 


Inc. © 1992, Acclaim Entertainment, Inc. The Simpsons is a trademark of 
Twentieth Century Fox Film Corporation. © 1992 Twentieth Century Fox 


Film Corporation. 


The Legend of Zelda?: 
A Link fo the Past™ 


Graphics/Sound: 8 Response/Playability: 8 
Fun/Realism: 9 Ultimate Score: 8.3 


Ultimate for Zeldamaniacs. 


From out of the mists of the past comes a super sequel for 
the Super Nintendo: The Legend of Zelda: A Link to the 
Past. Our little hero Link, the intrepid adventurer and 
swordsman, is once again called forth to save the people of 
Hyrule and rescue Zelda, the princess. The new story is 
more complex, more colorful, more fun than ever before, 
but fans of Nintendo NES classics The Legend of Zelda 
and Zelda II—The Adventure of Link will feel right at 
home in Hyrule. 

It seems that a mysterious wizard called Agahnim has 
saved Hyrule from all sorts of natural disasters; that’s the 
good news. The bad news is that the people begin to realize 
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that there is something evil going on within Hyrule Castle. 
It seems that Agahnim is attempting to open a hidden gate 
between Hyrule and the ultra-evil Dark World! 

And, alas, Zelda has been kidnapped once more. She 
manages to contact Link by telepathic message, and gives 
him instructions that lead to her rescue. But freeing the 
princess is only the start of this huge adventure—Agahnim 
is still at large and dangerous. And he has captured the 
descendants of the seven wise men of ancient Hyrulian 
legend, and has imprisoned them within Crystals that he 
has hidden in the Dark World. 

That Dark World is a twisted mirror image of Hyrule, 
which is also known as the Light World. Things are not 
quite the same as they are above ground—in fact, the keys 
to many of the mysteries of the game can be found in 
examining the differences. Link will transport back and 
forth between the Dark and Light sides using hidden portals 
and his Magic Mirror. 

Throughout the adventure you will be guided by the 
people you meet. And you will have access to an 
impressive map of the Overworld and Underworld to help 
you in your quest. 

In order to defeat Agahnim, you will need to obtain and 
power up the Master Sword; before you can do that, you'll 
need to collect the three Pendants of Power, hidden in 
various difficult spots. 

The game includes a battery-backed memory that allows 
you to resume play at any time without losing your place and 
possessions. The graphics are miles ahead of what players 
became used to in the earlier games; in fact, the once- 
awesome NES games seem positively crude by comparison. 
The sound effects are much improved, too, with nearly every 
action accompanied by its own noise. We only wish they 
had gone beyond the old Zelda theme music—we got tired of 
that tune ages ago. One player only. 
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CONTROL PAD 

Arrows: Press to walk your character in any of eight 
directions, and to climb and descend stairs. 

In the Overworld and dungeons, your character can leap 
off ledges, often the only way to reach some areas. Walk 
to the edge and press the Left or Right arrow in the 
direction you want to leap. 

Some of the blocks and stone statues in the dungeon can 
be moved. Bring your character next to the object and 
press the arrow in the direction you want to push. 

Press to move the cursor in various menu selection 
modes. 

A Button: Press for Actions, depending on the current 
situation. Available actions are listed in the Do Window 
of the Sub Screen. Run and Swim will only be displayed 
when you have obtained the necessary Pegasus Shoes 
and Zora’s Flippers; the level of Lift power will increase 
as your character gains strength. 

The basic action, especially early in the game, is talking 
to the villagers you meet. Approach one and press the A 
button to see the villager’s message. To speed up the 
rate of the display of the message, press the A, B, X or 
Y button. 

To read a sign or listen to a telepathic message from 
an elder, bring your character to face the stone or 
monolith and press the A button. 

To grasp and pull an object, press and hold the A 
button while you use an arrow key to bring your 
character close enough to press against an object and 
grab hold of it. Then press the arrow key in the opposite 
direction to pull it. Among worthwhile things to try 
pulling are levers and statues. 

If your character is wearing the Pegasus Shoes, you can 
have him run. While running, he will also draw his 
sword. If you crash into certain objects such as trees, 
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items may fall before you; running into some walls will 
break them down. Press and hold down the A button for 
about one second to run left, right, up or down. Press an 
arrow button in a different direction to stop running. 

To lift an object, bring your character next to the object 
and press the A button. Face your character in the 
direction you want to throw the object and then press 
either the A or B button. If the object hits an enemy, it 
will cause some damage to the foe. As the game starts, 
you will only be able to pick up bushes and small pots; 
later on your strength will increase and you will be able 
to handle large boulders and other objects. You cannot 
use the sword or other items while holding something. 
To open a treasure chest and retrieve its contents, bring 
your character in front of the box and press the A button. 
To swim, you must first obtain Zora’s Flippers. Press 
and hold down an arrow key in the direction you want to 
swim, and then press the A, B or Y button. While you 
are swimming, you will not be able to use an item or the 
sword. 

B Button: Press to swing the sword against enemies. At 
any time when the button is not pressed, your character 
will stroll about with his shield in place before him. The 
shield will protect him from some of the lesser frontal 
attacks, such as arrows. 

Using the sword is a critical element of success in this 
game. Press the B button for a normal swing. 

To keep your sword at the ready, press and hold down 
the B button. If you come to an object your sword can 
cut, you will automatically do so; for example, you can 
chop down an entire row of bushes. To run with the 
sword drawn, press and hold the A button as described 
above; you'll need the Pegasus Shoes. 

Press and hold down the B button for about two seconds 
to build up power for a whirling blade attack. Release 
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the button once the sword is fully charged. The whirling 
blade has many uses, including a swift swipe at an 
enemy standing behind you. 
For a real blast, let loose a beam attack from the tip of 
your sword to attack enemies at a distance. You'll need 
to be at Sword Power Level 2 or greater, and all of your 
Heart Containers must be at their full state. 

X Button: Press to view the Close-up Map of the 
Overworld or the Dungeon. 
When you display the map of the Overworld, you will 
see your present location. Press the arrow key in any of 
the eight possible directions to see other portions of the 
map. 
When you press the X button a second time, you will 
change to a larger-scale Complete Map of Hyrule. A 
symbol representing your character's current location as 
well as your next destination appears on screen. 
If you are using the Magic Mirror, your warp point will 
also be displayed on the map screens. 
The Dark World will also be displayed; it will look 
similar to the Light World (Hyrule), but the minor 
differences include many of the secrets of the game. 
To return to the game from the map display, press the X 
button again. Before you do so, you can use the L or R 
pads to switch back and forth between the Close-up and 
Complete maps. 
The only area where you cannot view a map screen is 
from within a house or cave. 
The Dungeon Map is more complex than the Overworld. 
At the left side of the map is a window that reports the 
number of floors in the dungeon. It will also indicate 
which floor you are on; if you have found the compass, 
the window will also tell you where to find the dungeon 
keeper. Look for the layout of each floor in the window 
to the right. If there are more than three floors in the 
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current dungeon, use the Up and Down arrows to move 
to the map for the floor you want to see. 

The right window screen will show in light blue those 
rooms you have already explored; unexplored rooms are 
indicated in dark blue. If you have picked up the map 
special item, though, all rooms will be displayed. 

Y Button: Press to use various special items for attack, 
defense, magic or movement. Only one item is selected 
and ready for use at a time. To change the selected item, 
press the Start button to go to the Sub Screen and then 
use the arrow keys to move the cursor in the Item 
Window to the object you want to use; the item and its 
name will appear in the box at the top right corner of the 
Sub Screen. Press Start again to return to the Main 
Screen. 

To use the contents of a Magic Bottle, select it. Its name 
will appear in the box at upper right. You can carry as 
many as four Magic Bottles. 

Start Button: Press to display the Sub Screen to check 
your current status or to change the currently selected 
item. 

Select Button: Press to end the game and save current 
data. 


PLAYER SELECT SCREEN 

The battery inside the game pak can retain the name and 
game status of three players. When you first play the game, 
select any of the first three file names and enter your name. 
The next time you play the game, you can select that file to 
resume play. 

For some reason, the designers of this game have come 
up with yet another new way to enter letters of the alphabet 
for the game registry screen. You will see three rows of 
letters on screen, and a white crosshair target. Move it left 
or right and then up or down with the arrow keys to put the 
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letter you want to use within the center of the crosshair and 
then press the A, B, X, Y or Start button to enter the letter 
into the name. You can use up to six letters for the name. 

Another important function at the Player Select Screen 
allows you to transfer a copy of one player’s status to 
another. Select the file you want to copy, and then the file 
you want to copy to. If you indicate a file that already has 
data in it, your copy will erase that information. 

Why would you want to make a copy? It’s a good way 
to experiment with alternate strategies in the game. Make a 
copy and then use the copy to advance your position; if the 
strategy is a failure, you can always go back to your 
previous status by selecting the original file. 

You can also erase an existing file to make room for a 
new player. 


MAIN SCREEN DISPLAY 

All of the action of the game takes place on the Main 

Screen, where the movements of your characters are 

displayed. Seven important indicators are displayed across 

the top of the screen: 

Magic Meter. The green meter at the top left corner shows 
how much Magic Energy you possess. The energy is 
used for various magic items; you can set the level of 
Magic Power consumption at 50 percent, doubling the 
number of spells you can cast, but halving their power. 
You can restore Magic Energy by collecting Magical 
Decanters. Small decanters will restore one-eighth of 
your power, while the rarer large decanter will 
completely refill the meter. 

Item Display. Shown within the small box is the currently 
selected special item. Press the Y button to activate it. 
Rupees. The amount of money you have collected, up to a 

maximum of 999 rupees, is displayed here. 

Bombs. The number of bombs you are carrying. At the 
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start of the game you can carry as many as 10. 

Arrows. The number of quivers for your Bow. At the start 
of the game you can carry as many as 30. If you are not 
equipped with the Bow yet, you can still carry arrows in 
preparation. 

Small Key. An indication of whether you have collected 
the key to open the doors in the dungeons. The keys can 
only be used in the particular dungeon where they have 
been found. 

Heart Containers. As the game begins, you will have just 

three Heart Containers, representing your character’s life 
force. As you sustain injuries, the hearts will shrink and 
then disappear. The adventure will be over when all 
hearts have been lost. 
You can restore life force by collecting additional Heart 
Containers, or Piece of Heart Containers which are 
worth one-fourth of a full heart. The maximum number 
of Heart Containers you can carry about with you is 20. 
You can check your current Heart Container Status, 
including partial hearts, by consulting the Sub Screen. 


SUBSCREEN DISPLAY 

Press the Start button to display this important status 

register. The Sub Screen is divided into five areas, 

including the large Item Window at top left and the 

Do Window at bottom left. The elements of the Sub 

Screen are: 

Item Window. Use the cursor to select the item you want 
to use during the game by pressing the Y button. The 
item you select here will appear, with its name, in the 
Item Name box at top right. 

Do Window. Displayed here are the available action 
commands that can be initiated with the A button. 

Pendants. Displayed in this box are Pendants or other 
special items collected after the defeat of the evil master 
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of a dungeon. All of the items of the game must be 
gathered in order to finish the game. 

Equipment. The box at lower right shows the status of 
weapons, shields and armor. Within the same box you 
will also find indicators of various Dungeon 
Items/Broken Hearts. Dungeon Items are treasures 
collected from each dungeon, including a Map, a 
Compass and a Big Key. These will be displayed only 
while you are within a dungeon. When you are outside 
the dungeon, this same section of the Sub Screen will 
instead show the number of Piece of Heart Containers 
you have collected. 


WEAPONS 

Armor. Your character will enter the world of Hyrule 
dressed in a nifty little green cloth suit; it won’t protect 
against much of anything. Pick up Blue Mail and Red 
Mail along the way to increase protection from enemy 
attacks by 25 percent and 50 percent each. 

Moon Pearl. Obtaining one will protect your character 
from the power of the Triforce when you enter the Dark 
World. Otherwise, all visitors are transformed into a 
shape that reflects the true nature of their heart. 

Pegasus Shoes. Obtain them from the wise man Sahasrahia 
to be able to run through and below Hyrule. 

Power Glove and Titan's Mitt. Put on these gloves to pick 
up objects you cannot grab with bare hands. You'll also 
find that you will be able to lift some objects otherwise 
too heavy. 

Shield. The original shield can only protect against arrows, 
spears and rocks. There are two levels of upgrade which 
can greatly improve your defensive power. 

Sword. You'll begin with a relatively weak weapon. It can 
be upgraded through four levels of power. 

Zora's Flippers. They belong to Zora the man-fish, and he 
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knows how to use them. So will you when you enter the 
water with them on; in fact, the only way to complete 
the game is to do some swimming, and you won’t be 
able to do so without the flippers. 


LIVES AND MAGIC 
Your lives are made up of small hearts that reside within 
Heart Containers; you will lose some or all of your hearts 
when damaged by the enemy. You can pick up replacement 
hearts when you defeat certain enemies, or within some of 
the bushes and pots. If you can capture one of the little 
faeries that skitter about, you will earn seven hearts. And if 
you can find the rare Faerie Queen, she will restore all of 
your hearts. 

You can restore Magic Energy by collecting Magical 
Decanters. Small decanters will restore one-eighth of you 
power, while the hard-to-find large decanter will 
completely refill the meter. 

You can also restore life and magical power by using 
various magic potions. Purchase the potions at the Magic 
Shop northeast (above and to the right) of Hyrule. You 
must have a bottle to put the potion into. 

Green Potion. Completely restores lost Magic Power, at a 
price of 60 rupees. 

Red Potion. Refills all Heart Containers. Sells for 120 
rupees. 

Blue Potion. The ultimate restorative, it completely 
restores hearts and Magic Power at the same time at a 
cost of 160 rupees. 

As you can see, you'll need some scratch to pay for your 

purposes. You'll need to collect Rupees to buy potions 

and other items. The currency come in three values: 

Green is worth one rupee; Blue is equal to 5 rupees, and 

Red is worth 20 rupees. (Rupees, by the way, is the 

name of the actual unit of currency in use in a number of 
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SPECIAL PLACES 

Fortune Teller’s House. Visit as often as you can to obtain 
your fortune and suggestions on how to proceed in the 
game. She’ll also heal your wounds as part of the 
package. The cost of a visit will vary. 

Magical Warp Tiles. Look for the eight magical tiles that 
cover entrances to the Dark World; most are hidden 
beneath boulders. 

Pond of Happiness. Every time you pass by the mysterious 
pond in the middle of Lake Hylia, toss a few rupees into 
the water. Sooner or later it will pay you back. 

Smithy’s Shop. Located just to the east of Kakariko 
Village, visit this guy to improve your sword. The 
blacksmith needs the help of his partner, but he’s 
missing. Perhaps you can help find him. 

Whirlpool Waterways. Dive into one of the six magical 
whirlpools in the rivers and lakes to transport in a warp 
to another location. You’ll have to have Zora’s Flippers 
to swim. 


SPECIAL ITEMS 

Collect these items as you find them and then select them 

for use with the Y button: 

Flute. One of the most important of all special items. 
You’ll meet a lonely boy who will bestow the 
instrument and its sad tune. (Be sure to fulfill the request 
made of you.) To use the flute, you must find the Flute 
Boy’s bird; when he’s with you, play the flute and a map 
screen will be displayed with eight different locations in 
Hyrule. Use the arrow keys to select a number from 1 to 
8 and press the A, B, X or Y button to zoom there. 

Bomb. Drop one (or two) and get out of the way within 
two seconds to damage enemies or blow holes in some 
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walls. Don’t get too close, or you may be hurt yourself. 
If you are very quick, you might try placing a bomb and 
then immediately picking it up and throwing it for a 
long-distance assault, 

Book of Mudora. A dictionary of ancient Hylian language; 
use it to translate monoliths. 

Boomerang. Throw one to stun or damage an enemy; you 
can then approach the enemy with your sword. The 
boomerang can also be used to grab rupees and hearts 
otherwise out of reach. 

Bottle. You can collect as many as four bottles and use 
them to store magic potions and other essentials. 

Bow. A powerful weapon available in the first palace. 
You'll also need to collect arrows. 

Bug Collecting Net. Catch all sorts of skittering creatures 
with this net; put them in storage for later use. For 
example, let them loose to bother an enemy. 

Hook Shot. A tool that can be used to swing across chasms 
or other obstacles. Throw the hook into a tree, pot or 
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treasure chest and then pull yourself up the chain to the 
hook. The Hook Shot can also be used as a weapon. 

Magic Hammer. A tool to drive stakes and other obstacles 
into the ground. 

Magical Mirror. A pathway from the Dark World to the 
Light World and back again. It can also be used to zip to 
the entrance of a dungeon. The mirror cannot be used in 
a house or cave. 

Mushrooms. Collect them in the Lost Woods for use in 
concocting Magical Powder. Freely give them to others 
when asked. 

Shovel. Can you dig it? It will help you uncover the hidden 
Flute. 

The follow items consume Magical Power: 

Fire Rod. Toast thine enemies. Some are more likely to be 
damaged by fire than others. The rod can also be used to 
light torches from a distance. 

Ice Rod. Wave this wand to freeze dry most of your 
enemies. 

Lantern. Use it to shed a little light in the dungeons by 
firing up the torches. 

Magical Powder. You'll never know what this stuff will 
do until you sprinkle it on some of the creatures and 
plants you meet. 

Magic Cape. Put it on for temporary invisibility. While 
you can’t be seen, you can attack enemies without 
taking any damage; press the Y button again to take it 
off. The longer you use the cape, the more Magical 
Power it uses. 

Staff of Byrna. It lets forth a protective beam that bestows 
invincibility from damage; press the Y button again to 
turn it off. The longer you use the staff, the more 
Magical Power it uses. 

Staff of Somaria. Creates blocks of magic power that can 
be thrown at the enemy. Also needed to get through the 
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Turtle Rock dungeon in the Dark World. 
The following Magic Medallions are the most powerful 
weapons; each will use Magical Force it is in force: 
Bombos. You'll need to be at the Master Sword level to use 
this weapon, which will engulf your enemies in flames. 
Ether. Chill out, dude. Your sword will send out cold 
waves that will freeze all of the enemies on the screen. 
Quake. Drive your sword into the ground (would a 
hammer help here?) and make the earth shake beneath 
your feet. Watch out for unintended cave-ins, though. 


TREASURES AND ESSENTIAL TOOLS 

Each time you defeat the evil dungeon keeper of a 
labyrinth, you will be rewarded with a Pendant of Virtue 
or a Crystal. 

You will have to collect all three Pendants before you 
can use the Master Sword. Each has its own symbol: the 
Crest of Courage, the Crest of Power and the Crest of 
Wisdom. The first Pendant can be found within the Eastern 
Palace. The second can be found within the Desert Palace. 
The third Pendant is inside the Tower of Hera at the top of 
Death Mountain. 

You'll find the Master Sword in the Lost Woods, way 
up in the top left corner (northwest) of the Overworld. 

One of the missing maidens is trapped within each of the 
seven Crystals. 

The treasure chests hidden within each dungeon are 
another source of important items; they may contain 
rupees, a compass, a map, or a big key. There is also one 
big treasure chest in each dungeon with a special item that 
may be necessary for the clearing of later dungeons. 

Treasure chest items include: 

Big Key. Required to open some of the doors of the 
dungeon, as well as the big treasure chest of each 
dungeon. 
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Compass. It points to the location of the evil master of the 
dungeon. (You’re on your own in Hyrule Castle.) 

Map. A key to the layout of all of the rooms of the current 
dungeon. Your present position is marked. 

Watch for important traps and contraptions that will 
either help or hurt your progress through the dungeon. 
They include: 

Crystal Switches. In some sections of the various 
dungeons you will come upon blue or orange blocks that 
rise and fall and block your way. Nearby you should be 
able to find a Crystal Switch; strike it with your sword 
or other weapon to make the blocks go away. Pay 
attention to the color of the switch: When it is red, it 
will clear the orange blocks; when it is blue, it will take 
care of any blue blocks. 

Fragile Walls. Look for walls and floors with visible 
cracks. You may be able to pass into the next room by 
running into one of them or by planting a bomb to knock 
them down. 

Keys and Doors. Some of the rooms are separated by 
locked doors. Small keys can be used once to open a 
door; big keys can be used over and over again. Neither 
small nor big keys are any good outside of the dungeon 
where you found them. Note that some of the doors lead 
to dead ends, while others won’t be opened by keys and 
instead require use of secret switches. 

Pots. No gold, but a lot of use nevertheless. Some contain 
hearts, arrows or bombs. Others cover switches that 
open doors. And when all else fails, you can always pick 
up pots and throw them at an enemy. 


THE BAD GUYS 

Ball and Chain Trooper. A soldier of Agahnim, he guards 
Zelda’s cell and other important sections of Hyrule 
Castle. His weapon is a fearsome ball and chain. 
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Geldman. A nasty sand-man who will pop up from beneath 
the desert to attack. 

Gibdos. Here’s your mummy! Your sword will have no 
effect, but those bandages look like they would burn 
quite easily. 

Helmasaur. This guy has one tough head, almost 
invulnerable to sword blows. But he has a soft behind. . . 

Hinox. A monster of the Dark World; his single eye is his 
weak spot. 

Snap Dragon. A plant with teeth, or a monster with roots? 
Stay away either way. 

Stalfos Knight. Why does a skeleton need a shield? The 
purpose of the sword seems perfectly obvious: He’s 
going to try to hurt you. Your own sword is pretty 
useless against him. 

Wizzrobe. The wizard attacks with his own magical 
energy. He can only be countered when he is visible. 


SOME PLACES YOU'LL VISIT: THE LIGHT WORLD 

Great Swamp. This is the location of Link’s House, where 
the game begins. Be sure to search the room for the 
Lamp before you head out. You will return to this 
starting point if you resume a suspended game. There is 
a mystery associated with the Haunted Grove, but you’ll 
only be able to solve it by going to the Dark World 
beneath the very spot and fixing the problem there first. 
There’s a warp to the Magic Ship in the whirlpool 
within the lake below and just to the left of Link’s 
House. Treasures: Flute, Lamp, two Piece of Heart 
Containers. 

Hyrule Castle. The home of the Hylian royal family, and 
most importantly, the home of Princess Zelda. She is 
held prisoner way down in the basement of the castle, 
and you will have no weapon at the start. But Zelda will 
contact you to tell you of her plight, and to give a few 
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hints on the location of the secret passage from the 
outside of the castle. Talk to the soldiers you meet 
outside, and then plunge within. You'll be given a sword 
and shield by the princess' uncle. 

It's a difficult, but not impossible task, to fight your way 
past the scores of enemies: Use your sword or the long- 
distance boomerang or pick up and throw pots. 
Treasures: Boomerang, Sword, Shield, Magic Cape, two 
Piece of Heart Containers. 

Lake Hylia. Explore the shoreline early in the game, but be 
sure to return later when you have Zora's Flippers to 
take a swim. There's an Item Shop on the peninsula that 
juts into the lake from the left. One warp, to the 
Waterfall of Wishing, can be found in the whirlpool just 
below the large island. A second warp, this one to the 
Lost Woods, is in the whirlpool at the bottom right 
corner of the lake. Treasures: Bottle, Icerod, one Piece 
of Heart Container. 

Kakariko. Most of the townspeople have deserted, fleeing 
the evil Agahnim. Talk to the few who remain. Go to the 
Inn and proceed around back to the storage area to pick 
up an important item. There is also a Bottle in the 
treasure chest on the second floor of the Inn. You can 
purchase a second Bottle from the peddler in the square, 
and then visit the poor sick boy who will trade you his 
Bug Collecting Net for the Bottle. Look for the cracks in 
the wall of the Mysterious Hut and blow a hole there 
with a bomb. The Book of Mudora can be found way up 
above the bookcase in the House of Books. Treasures: 
Bug-Collecting Net, Book of Mudora, two Bottles, 
Master Sword level 3, three Piece of Heart Containers. 

Eastern Palace. The Pendant of Courage is hidden within 
this palace, protected by six guardian statues. Be sure 
also to visit the Magic Shop, found above and to the left 
of the palace itself. The Big Key is hidden within a large 


Super Classic Favorites 225 


room on the west side, behind a bunch of Bubbles 
spinning around a jar. You’ll have to defeat various 
Stalfos Knights, Rocklops and Leevers and then the 
Bubbles will leave the jar. Lift up the jar, step on the 
switch and the treasure chest with the Big Key will be 
revealed. There is a warp to the Swamp in the whirlpool 
at the upper left corner of the region; a second whirlpool 
warp, to Lake Hylia South, can be found two screens 
above the Eastern Palace. Treasures: Boomerang level 2, 
Bow and Arrows, Flippers, Magic Powder, Pegasus 
Boots, Shield level 2, one Piece of Heart Container. 

Desert of Mystery. To open the Desert Palace, translate 
the words on the building using the Book of Mudora. To 
open the second lock, deep within the palace, use your 
Lantern to illuminate the torches. The second Pendant 
can be found here. Treasures: Bombos, Power Glove, 
three Piece of Heart Containers. 

Death Mountain. The Moon Pearl can be found in the big 
chest on the fourth floor of the Mountain Tower. To get 
to it, you’ll need to fall down through a manhole from 
the level above. There is a portal to the Dark World 
directly below the entrance to the tower. Consult the 
map to find the best place. Treasures: Ether, Magic 
Mirror, Moon Pearl, four Piece of Heart Containers. 

Lost Woods. A place of great mist and mystery. Check out 
some of the unusual trees—run into them and explore 
what you find. There is a Warp southeast down to Lake 
Hylia within the whirlpool, and a secret tunnel below the 
Lumberjacks’ House that will take you across the top of 
the Overworld to Death Mountain. The Master Sword 
can be found way up in the top left (northwest) corner. 
Treasures: Master Sword and the Mushroom. There are 
also two Piece of Heart Containers. 

Hyrule Castle Tower. To complete the game, you’ll have 
to return to the Castle of Hyrule, this time swinging one 
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mean Master Sword. You'll find all sorts of uses for it, 
including cutting down the curtains to get into 
Agahnim’s room, and then waving it about to deflect the 
energy bolts he will throw at you. 


SOME PLACES YOU’LL VISIT: THE DARK WORLD 

Palace of Darkness. The location of the first Crystal. 
You'll need to find the Magic Hammer. Look for cracks 
in the floor to indicate a weak spot; plant a bomb there 
to blow a hole into the level below and then jump down 
and explore the ledges to find the Big Key. 

Flooded Palace. You'll need to perform a couple of tricks 
to get inside. First you’ll have to drain some of the 
swamp water. From the entrance to the dungeon, use the 
Magic Mirror to transport yourself to the Light World; 
pull the lever on the wall you find there. Use the Mirror 
again to return to the Dark World and then use Zora’s 
Flippers to swim your way across the remaining water. 

Skeleton Forest. Use a hammer to pound down the stakes 
that guard the magic transporter hidden under a rock 
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near Kakariko Village. Use the transporter to enter the 
Dark World. 

Blind’s Dungeon. Open the door to the dungeon by pulling 
the pitchfork on the gargoyle you will find in the Village 
of Outcasts. 

Misery Mire Dungeon. Your passport to the sixth dungeon 
here is the Ether Medallion which can be found on top 
of Death Mountain. 


CONTINUING 

If your character dies, you will go to the Game Over screen 

which includes three options. In each of the options, when 

you resume a saved game, your hearts will be only partially 
refilled: 

Save and Continue. Get right back into the game after 
storing your present position and possessions. The place 
where you will restart depends on your location at the 
time of the Game Over, as follows: 

The Dungeons. Resume play at dungeon entrance. = 

Dungeon and sewers of Hyrule Castle (before rescuing 
Zelda): Halfway point between dungeon and the sewer 
passageway. 

Out and about in Hyrule (after rescuing Zelda): Select 
between your player’s house, the sanctuary or the 
Mountain Cave. If you choose the Mountain Cave, you 
will start within the cave, with the old man on Death 
Mountain. 

Out and about in the Dark World. The Dark World 
pyramid. 

Save and Quit. Choose this option to store your position 
and possessions and bail out—the only thing not saved 
is the location of warp points created by the Magic 
Mirror. You'll be returned to the title screen. 

Continue Without Saving. Start over again without any 
possessions; other elements of your character will be saved. 
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If you end your game voluntarily, you can save all of 
your present position and possessions to come back 
another time and play again. Press the Select button to 
display the options of Save and Quit. (If you change 
your mind, there is also a Continue Game option.) 


POWER PLAYER HINTS 


Look down a hole before you enter one; if you can see the 
level below, it’s safe to jump in. If it’s a bottomless hole, 
stay away. 

When you’re lost and alone, find a fortune teller. 

When you exit a dungeon, all of the special items within 
pots are restored. Reenter for a second dose. 

Here are a few interesting things to try if you are stuck 
within a dungeon: Shoot a statue in the eye with an arrow; 
pull on a statue’s tongue; or push or pull a statue. You can 
also knock down a wall with a running attack, blow up a 
wall or ceiling with a bomb, or push a block into a pit. 


SUPER SECRET 
There are all sorts of hidden ways to max out your 
rupee collection. For example, in the Lost Woods (in 
the northwest or upper left corner) of the Overworld 
you’ ll find a hollow log at the top of the screen. Enter 
the log to find a room with a thief who will offer to sell 
you a chest for 100 rupees; buy one and you will find as 
many as 300 rupees within. And, you can come in and 
out of the secret room as many times as you want to 
increase your cash. Remember, though, that you can 
carry no more than 999 rupees. 

To find the Quake Medallion, throw something into the 
circle of stones at the source of the river in the Dark World. 

Return to the Bomb Shop later in the game, say after 
you have cleared dungeon six. This time the Bomb Boy 
will offer you a super-duper Super Bomb for a mere 100 
rupees. Use it to blow open the pyramid to uncover the 
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Faerie within; she will upgrade your quiver of arrows to 
Silver Arrows. 


The Legend of Zelda — A Link to the Past is © 1992 Nintendo of 
America Inc. The Legend of Zelda is a registered trademark of Nintendo; 
The Legend of Zelda — A Link to the Past is a trademark of Nintendo. 
The Legend of Zelda and Zelda II-The Adventure of Link are trademarks 
of Nintendo of America, Inc. 


Pilotwings™ 


Graphics/Sound:8 Response/Playability: 8 
Fun/Realism: 8 Ultimate Score: 8 

A true flight simulator, and a lot safer than 
bungee-jumping. 


Pilotwings is an unusual flying simulation game that 
requires more than the usual amount of attention to detail 
from the player. You'll face increasingly difficult levels of 
challenge in piloting a light plane in a landing at a small 
airstrip, skydiving from a helicopter onto a target, flying a 
rocketbelt, swooshing through the air in a hang glider and 
piloting a military helicopter. 

You'll really have to give some thought to the principles 
of aeronautics; the angle of your body as you plummet to 
earth or the angle of your wings as you come in for a 
landing will directly affect your performance. 

The game makes good use of stereo sound to indicate 
changes in direction and wind; a stereo television or 
headphones will enhance your play. The button 
assignments for each of the different events within the 
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game differ from each other. One or two players. 


LICENSE LEVELS 
A, B, Silver, Gold. Each level is more demanding. 


LIGHT PLANE 

Aircraft below about 12,500 pounds are considered light 
planes; the Pilotwings flight club uses biplanes for its 
instruction. A biplane has wings above and below the body 
of the plane. Your training challenge involves practice for 
landing. 

The first test begins at an altitude of 300 feet, with 
power at a middle setting of 51. The plane is in level flight 
and there is no wind. 

In front of you is an instrument landing guide beam, 
shown as a belt of green lights extending out from the 
front of the runway. Fly your plane down the beam 
toward the runway. Adjust the nose of the plane to keep 
it heading for the beam; avoid too much movement left 
and right of the beam. Keep the power level at or above 
the midway setting. 

As you fly down toward the green sphere and pass 
through the 200-foot altitude, an additional altitude 
indicator will appear at the bottom right corner of the 
screen to show the final details of landing. 

You can begin to reduce the power to the engine 
slightly, but don’t cut it off too much or you will lose 
control of the plane. At the same time, if you come into the 
landing with too much power, the reactions of the plane to 
the controls become less predictable, and it will also be 
more difficult to stop on the runway. 

As you come over the final marker, reduce the power 
and flare the nose of the plane up slightly to settle onto the 
runway. Reduce the power fully and apply the brakes, 
staying on the center white line if possible. 
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In later license levels you will have the opportunity to 
gain points by flying through rings; some of the other 
airports require changes in direction on approach. 

Arrows: Press the Down arrow to point the nose of the 
plane up to ascend; press the Up arrow to point the nose 
of the plane down to descend. 

Press Left or Right to make a coordinated turn in those 

directions. 

A Button: Increase throttle to boost forward speed. The 
plane will also tend to ascend at higher power. 

B Button: Decrease throttle to slow forward speed. The 
plane will also tend to descend at lower power. 


SKYDIVING 

The easy part is the helicopter ride up to 3,800 feet for your 
first jump. Then you have to jump out: You have strapped 
to your back a competitive parachute and your assignment 
is to steer it so that you can land as close as possible to the 
center of a bull’s-eye on the ground. 

Try to spot the bull’s-eye as soon as you take flight. Aim 
in its general direction, but you will also need to score 
points by maneuvering through the midair rings. 

Open your parachute/sail at 1,000 feet or lower and 
locate the bull’s-eye again. Use your Left and Right 
rotation and Flare to steer toward the target. Use the Flare 
motion carefully to avoid picking up too much speed or 
moving beyond range of the target. 

Before you open your parachute, your jumper himself 
acts as a sail, with any changes in his positioning affecting 
the effects of the wind. Point the head of your jumper up to 
move down and to the direction of his feet; in other words, 
if his head is pointed up and to the left he will head down 
and to the right. Point the head of your jumper down to 
move down in the direction of his head: in other words, if 
his head is pointed down and to the left, he will move down 
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and leftward. 

Arrows: Before the parachute opens, press Up to move in 
a forward direction, or press Down to move in a 
backward direction. 

After the parachute opens, press the Down arrow for a 
Flare, or Air Brake, to stop your forward motion. Press 
the Left or Right arrows to rotate in those directions. 

A Button: Press to open the sail below 1,000 feet. 

If you don’t want to ride the helicopter up to diving 
altitude, press the A button for an express ride up. 


ROCKETBELT 

This hi-tech sport, in which the student straps on a rocket, 
was introduced to Japan after the 1984 Los Angeles 
Olympics. 

If there is one thing to remember about this sport, it is 
this: When you let go of the buttons, you will drop straight 
down like a stone falling down a well. Use the A or B 
button to generate upward lift and use the arrow keys to 
change the angle of your body. 

Your body will always be moving in one direction or 
another, and so you must anticipate changes before they are 
necessary.-And as if landing in the target is not enough, you 
will also have the chance to pick up extra points by passing 
through three aerial rings. As you go through they will turn 
red. 

Don’t run out of fuel; remember that the high-power 
blasts use much more fuel than low-power blasts. 

Come in for a landing as close to the center of the target 
as possible. 

Arrows: Press Up for a forward rocket angle. 

Press Down for a backward rocket angle. 

Press Left or Right to rotate in those directions. 
A Button: Press for a High-Power Blast. 

B Button: Press for a weak Low-Power Blast. 
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L/R Pads: Press to change the viewpoint to keep your 
rocketeer within sight. 


HANG GLIDER 

In your first challenge, you will be pulled by a light 
airplane to an altitude of 300 feet or more above a seaside 
airstrip. Fly the jet stream in to your designated landing 
place. 

The jet stream is indicated as a series of white dots on 
the screen; when you are in the stream you will ascend— 
listen for the sound cues and watch the altitude number 
increase. Get your glider up to about 500 feet before you 
aim for the landing zone. 

To descend, aim the front of the glider upward and lean 
backward for a flare. As you start to flare, you will first 
head upwards and then settle down. 

Control your speed as you come in for a gentle landing. 
Arrows: Press Up to lower the nose of the Hang Glider, 
mostly used for descending. 

Press Down to raise the nose of the Hang Glider, mostly 
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used for ascending. 
Press Left or Right to rotate in those directions. 
A Button: Press to Flare (Air Brake). 
Press with the Left or Right arrow for rapid rotation. 


HELICOPTER 

The leaders of the Flight Club refuse to admit exactly how 
they have managed to acquire a combat helicopter. It’s 
even equipped with missiles! 

Maximum forward speed is achieved by bringing the 
nose of the helicopter down and applying full power. To 
hover, put the copter into level flight. To go backwards, put 
the tail of the copter down. 

Arrows: Press Up to bring the nose of the copter down. 


Press Down to bring the nose of the copter up. 
A Button: Increase power. 


B Button: Decrease power. 
L/R Pads: Left and Right missile controls. 


SCREEN DISPLAY 

There are six important indicators across the top of the 

Pilotwings screen. From left to right, they are: 

Target. The white dot in the center of the gauge is your 
present location. When the goal is within range, a red 
dot will appear on the gauge; move so that the white and 
red dots come together. A red band will glow around a 
portion of the gauge when the target is out of radar 
range; the position of the band shows the direction to 
move. Finally, the same gauge has a sweep hand that 
shows the current wind direction. (Light plane, 
Skydiving, Rocket Belt, Hang Glider, Helicopter.) 

Artificial Horizon. In clouds or in darkness, it is not 
always apparent to a pilot whether his wings are level 
with the horizon or whether the nose of his aircraft is up 
or down. An indicator called an Artificial Horizon gives 
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a graphic display. In the center of the indicator is a 
reference mark; when the white line is straight through 
the mark and the black and blue semicircles are split 
exactly between the top and bottom of the indicator, you 
are in level flight. 

The white line through the indicator shows the position 
of the wings or the side-to-side balance of the belt or 
copter; if they are tilted down on one side, you will need 
to adjust the angle. 

The black and blue semicircles are used to indicate 
whether the nose of the plane is pointed up or down. If 
the black half is above the center mark, the nose is 
pointed up and you will need to bring it down. If the 
blue half is below the center mark, the plane’s nose is 
headed down and should be brought back up. (Light 
plane, Rocket Belt, Helicopter.) 

Altitude. Your height above the ground. (Light Plane, 
Skydiving, Rocket Belt, Hang Glider, Helicopter.) 

Power. The engine power of your aircraft. (Light Plane, 
Rocket Belt, Helicopter.) 

Time. Elapsed time for the current test. (Light Plane, 
Skydiving, Rocket Belt, Hang Glider, Helicopter.) 

Fuel. The amount of remaining fuel, represented in a 
horizontal bar. Red represents fuel; when the bar is 
completely white, you are due for a rude landing. (Light 
plane, Rocket Belt, Helicopter.) 


BONUS STAGES 

Go for extra points and fun if you can manage to land on 
one of the little floating platforms in the skydiving, hang 
gliding or rocketbelt events. You will be transported to the 
bonus stage for one of these competitions: 

Bonus Bounce. (From Rocketbelt event) Bounce on the 

trampolines for points. 
Flap and Fly. (From Hang Gliding event) Strap on a pair 
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of wings and flap your way as far out over the water as 
you can. 

Penguin Plunge. (From Skydiving event) Use the control 
pad to maneuver a flying penguin in a plunge from a 
diving board to the bull’s-eye below. 


POWER PLAYER HINTS 

You will score the most points when you land an aircraft 
nearest the center white line on the runway. No points are 
given for landings that miss the runway or stop past or to 
the left or right of the white line. Bouncing after touching 
down will cost you points. 

If you come in for a light airplane landing too fast, or are 
off line, you can try for a “go-around.” Apply full power 
and point the nose of the plane up to clear the end of the 
runway and then carefully steer around to the left or right 
and make another approach. You can keep flying for as 
long as you have sufficient fuel. In the simpler light plane 
assignments, try to avoid pressing the left or right arrows as 
you come in for a landing; concentrate entirely on adjusting 
your altitude, lining up to fly through or touch the 
instrument landing globes. 

In the skydiving competition, if you do not touch the 
controls at all at the start, you will pass through the first 
two rings and be in a good location for the third. 

There is a secret expert course for pilots who reach the 
fourth, gold license level. 

You'll zoom directly to a bonus stage if you can manage 
to maneuver your steerable parachute or jet pack into a 
landing on a moving target. 

Expert chutists say they like to spiral in for a landing, 
using the bull’s-eye rings as a pattern. 

In advanced hang glider assignments you may have to 
ride two or more thermal currents to reach the proper 
height; once you’ve accomplished that, steer out over the 
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sea and circle a bit while you lose altitude. 

The white dot in the center of the radar gauge is your 
present location. When the target is near, a red dot will appear 
on the gauge; move so that the white and red dots come 
together. A red band will glow around a portion of the gauge 
when the target is out of radar range; the position of the band 
shows the direction to move. Finally, the same gauge has a 
sweep hand that shows the current wind direction. 


SUPER SECRETS 

Around the world in a daze. Here’s a tricky trick for use 
in one of the bonus flights of the Hang Glider mode 
(accessible by landing on the Skydiving platform). 
When you take your bonus flight, press the A Button 
repeatedly and fly far out to sea. It helps a great deal to 
have a controller with a turbo switch. Keep flying and 
you will circle the globe and return to the place you 
began. Why? Why not! 

Here are some codes for the advanced sections of 


Pilotwings. 

Area 2 985206 Area 3 394391 
Area 4 520771 Area 5 400718 
Area 6 773224 Area7 165411 
Area 8 760357 Area9 760357 


Helicopter 1 108048 Helicopter 2 882943 
Pilotwings is a trademark of Nintendo of America. © 1990, 1991. 


238 Ultimate Unauthorized Nintendo Super NES Game Strategies 


Populous™ 


Graphics/Sound:8 Response/Playability: 6 
Fun/Realism: 8 Ultimate Score: 7.3 


Strange, fascinating fun. You are Him. 


Everyone dreams of playing God; here’s your chance. 
Populous is an extremely complex simulation of one view 
of the way the world works. You assume the role of a 
Supreme Being, able to shape life—raise land from the sea, 
develop farm land, unleash volcanic eruptions and 
earthquakes—and also encourage the establishment of new 
settlements (and new babies). 

There is also, alas, Evil. And since you are the head 
honcho, it will be up to you to direct your faithful followers 
in strategies to establish the supremacy of Good. 

This game is not an arcade shoot-’em-up; the excitement 
comes from the recognition of a god-like job well done. 
The instruction manual is full of reference detail, although 
it is missing a section we'd like to see: How to play the 
game. Read it through carefully and also spend the time to 
watch the onscreen demo that will appear after you turn on 
the game but touch no buttons on the control pad. One 
player only. 


TYPES OF TERRAIN 

There are ten types of terrain in the worlds of Populous. 
They can be classified according to two important 
indicators: Rate of Population Development (shown below 
as PD, the higher the number, the more quickly the 


Super Classic Favorites 239 


population can be expected to grow), and Severity of 

Terrain (listed below as SEV; the higher the number, the 

more dangerous the environment and the more difficult for 

your people to survive without settling). 

Bit Plains. PD: 4, SEV: 1. Heaven on earth for a computer 
simulation: plenty of computer bugs for Walkers to eat and 
Game Boys and PCs to use as settlements. Population 
growth is the easiest of any area, and severity is low. 

Cake Land. PD: 3, SEV: 2. Your poor people are tiny mice 
on a checkered tablecloth land; settlements are cakes 
and candies. 

Desert. PD: 3, SEV: 0. A difficult place for walkers; 
beware of Floods near sea level, too. 

Francaise. PD: 2, SEV: 2. Moderate population growth 
and relatively friendly terrain among the great European 
cultures of old. 

Grassy Plains. PD:1, SEV: 0. One of the more friendly 
places for a slow-growing population to live in; there is 
the least pressure to settle of any locale. 

Japanesque. PD: 1, SEV: 2. Your Knights are the mighty 
Samurai of ancient Japan, in an environment that is 
relatively friendly, although population growth is 
limited. 

Piglet World. PD: 2, SEV: 4. A landscape identical to the 
Grassy Plains, but your Walkers are Piggies and there 
are Knights in Wolves’ Clothing strolling about. 

Rock and Lava. PD: 3, SEV: 2. Rapid population growth 
is possible, but a lot of effort is necessary to clear the 
rocks and flatten the land. 

Silly Land. PD: 1, SEV: 3. Your Walkers are aliens and the 
settlements are space stations in this strange and difficult 
area. 

Snow and Ice. PD: 2, SEV: 3. The weather conditions 
make it almost impossible for Walkers to survive long 
without settling. 
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POWER PLAYER HINTS 

Playing It Straight. On the Game Play screen, the cursor 
will move on the diagonal, parallel to the sides of the 
Close-up Map (which is slanted on the screen). If you 
would prefer the cursor to move straight up, down, left 
or right, select the Cursor icon and press the A button; to 
return the cursor to diagonal movements, select Cursor 
again and press the A button one more time. Press the 
Select button to return from the Cursor icon to the game. 

Agricultural Extension. Raising and lowering land is the 
most important Supreme Power command. The only 
place your people can grow crops and increase their 
wealth and your power is on flat land. 

First Class Travel. If you have collected a bunch of 
Manna, you can zoom any pre-castle civilization right to 
the most advanced level on its world or geographic 
position. To do so, move the crosshair onto the 
settlement and press the X button. (You can zoom to 
non-castle settlements by pressing the Y button.) 

Write It Down. When you conquer a world, be sure to 
obtain the name of the next world in the game, even if 
you don’t plan to take it on right now. Write down the 
name of the new world and use it as a password the next 
time you play. 


SECRETS OF THE PROS! 

Starting Out. When you begin the game, you have only a 
small supply of Manna, which will quickly run out if 
you try to throw around your power a bit. One of the 
first things you should do, then, is to make a castle to 
generate more Manna, which you can use to flatten the 
land and earn more manna and so on. 

Building Down. Once you have built your castle, create 
more Walkers by “building down.” Remove a square of 
land right next to the castle. This will reduce the amount 
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of farm land for the castle and make it a smaller 
building. A Walker will most likely leave the Castle 
now and settle somewhere else, and you will end up 
with two settlements. Now go back and replace the land 
you removed to restore your castle to full size. This 
technique is called “sprogging.” 

Building Up. Build up twice on the same spot and then 
remove the top point; this will produce an area of nine 
flat squares, using only three button pushes. 

Adding Smarts. Each Walker has a bit of intelligence; 
some have more than others. They build smarts based on 
the number of times they have left a settlement and the 
technology they have acquired. A less smart Walker will 
waste a lot of time circling a large castle in search of 
land to settle on; a smarter guy will be able to look five 
or six squares ahead. 

Shielding. Another important move at the start of the game 
is to locate your opponent’s leader and put the shield on 
him. Keep an eye on him, and if he starts to become too 
powerful, swamp or drown him. 

Landscaping. Grass is the easiest terrain to move about on; 
on ice and in the desert, Walkers can only move a short - 
distance before they die. On ice, by the way, a tent will 
produce the same amount of Manna as a castle would, so 
don’t waste time on constructing larger buildings. 

Creating Havoc. Volcanoes are among the worst things 
you can do to the forces of Evil. Raise a volcano two or 
three times if you can. If your opponent pops one on 
you, don’t waste time building down the area. Instead 
call forth your own Earthquake to flatten the region and 
then remove the rocks. 

Watery Life. Floods can completely change your fortunes 
in the game. Before you bring one forth, be sure that you 
have as many as possible of your people two levels up 
from sea level. If the forces of Evil flood the world, 
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concentrate on first saving as many of your people as 
you can and then set about raising some land for them. 

Watery Grave. Knights are especially effective if they 
have been created from a Leader at his strongest power 
level and equipped with the greatest weapons factor. The 
best way to defeat an Evil Knight is to put a swamp right 
under him. 

Advanced Strategy. Build up the strength of your leader. 
Here’s one way: Place the Papal Magnet in one of your 
own castles and then select the Go to Papal Magnet 
command. When your leader is joined by followers, his 
weapons level will increase. Change him into a Knight 
when he is at highest power. 

Use your Leader to create settlements; he can do it 
quicker than a mere Walker. 

You can use your Leader as a fighter. Place the Papal 
Magnet in the building you want to attack and then 
select Go to Papal Magnet. The Leader will head to the 
magnet and go into battle if necessary and settle any 
buildings he conquers. Then move the magnet to the 
next target. Using this strategy, be careful not to 
depopulate your own lands or to let the enemy 
concentrate too much on building his own population. 
When you fight an enemy knight, try creating many 
small buildings near him to weaken him and slow him 
down. Building through the hills also slows attacking 
knights. Use this to your benefit as a defensive measure: 
Put your castles at the back of your land with a buffer of 
small settlements in front of them. 

Perfect the art of multi-sprogging. Reduce the size of 
large castles to flush out a Walker and create more 
settlements. 

You can try to out-psych the computer opponent by 
looking at the options it is allowed and make your own 
decisions based on this intelligence. For example, if it is 
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likely to use floods as a weapon, be sure to build higher. 
Swamps are powerful weapons that can reduce your 
enemy’s population level. If your Leader is swamped, 
place your magnet in an area of land that has small hills 
and is not likely to be swamped. Your people will come 
to the magnet. The computer will try to swamp again, 
but to no effect except to waste Manna. 
The most powerful weapons for various terrains are: 
Grass. Sword Rocky Terrain. Sword 
Desert. Ball and chain Ice. No weapons 
When you first begin playing God, you will face very 
weak Evil. Concentrate on building up high, flat and. 
farmable land for your people so that they can grow. Use 
floods to reduce the population of evil-doers. 
On ice, a tent will produce the same amount of Manna as a 
castle would, so don't waste time on constructing larger 
buildings. 


SUPER SECRETS 
Popular Passwords. Here is a selection from the hundreds 
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of passwords and worlds of Populous: 
ES51D2TS5RY Sillyland, Level 342. 
N2M4J5B Bit Plains, Level 409. 
JSS2NSND  Sillyland, Level 244. 
K2LL3MA4  Cakeland, Level 72. 
SCSISMAT Grassy Plains, Lefel 375. 
SID2LD Piglet, Level 325. 
V4RY5ZL2N Desert, Level 988. 
B2L41HSL4 Francais, Level 586. 
B2NGBPIL Rock and Lava, Level 712. 
HSB4PIL Japanesque, Level 900. 

Remember Me? If you leave a Walker waving his hand 
too long—about 1,000 waves, actually—he'll bring 
forth a pestilence of worms, snails and other creepy 
crawlers. They move in straight lines and will change 
perfectly good land into swamps. 

Take a Deep Breath and Then Warp. Here's a complex 
way to warp to any stage. Start by selecting the 
Conquest game and then choose the Pause icon. Move 
your cursor onto the world map, hold down L and press 
A. Release the buttons and then hold down the R pad 
and push and release Y, B, X, A and Select. Now release 
R and select Armageddon. Enter the Setup menu and 
choose Conquest. From within the Conquest menu, 
press the X and B buttons to select a level. 

Populous is a trademark of Electronic Arts. Licensed from Imagineer 


Co., Ltd. € 1990, 1991 Electronic Arts. € 1990, 1991 Imagineer Co., Ltd. 
© 1989, Bullfrog. Game © 1991, Acclaim Entertainment, Inc. 
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SimCity” 


Graphics/Sound:9 — Response/Playability: 9 
Fun/Realism: 9 Ultimate Score: 9 
A superb simulation of a big city in the making. 


Congratulations, your honor. Here are the keys to the city! 

Well, yes, we know there are a few problems here and 
there: flooding in the lowlands, power outages at the 
industrial park, a crime spree in downtown, a plane crash 
out near the airport, a shipwreck in the harbor and 
highways with more potholes than asphalt. But, hey: that's 
why they pay you the big bucks. 

SimCity is the most complex, entertaining and realistic 
of all of the simulation games for home video we have ever 
seen. It is a much more realistic and varying version than 
the strange simulation of the popular Populous game. 

First developed for personal computers, the Super NES 
version of SimCity is a technical knockout, with an almost 
unbelievable variety of graphics icons and action going on 
at the same time. This is a game that gives your brain, not 
your trigger finger, a real workout. We have awarded it 
about as high a score as possible—there is more 
intelligence in this little cartridge than in entire national 
political parties. 

We were very impressed with the quality of the graphics 
that the designers have squeezed into the 4-megabit SNES 
cartridge. The buildings have a 3-D look; as the months go 
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by, the terrain will change from green to brown to white to 
green again. 

In the basic “game” of SimCity, you begin with a blank 
piece of land with lakes, harbors and trees. Your first job is 
to lay out the broad outlines of a city—residential, 
commercial and industrial zones. You'll need to install 
roadways and railroad tracks, police stations, fire stations 
and other pieces of the infrastructure. And you'll need a 
power plant and a grid of electrical wires. 

As mayor, you will have to deal with the demands of 
your constituents for less "serious" items like amusement 
parks, zoos, parks, fountains and libraries. You'll also have 
to be prepared for natural and unnatural disasters including 
fires, flooding, plane crashes and traffic jams. 

We stepped away from the machine for a while and 
came back an hour later to find that our population had 
dropped from 52,000 to 17,000: A tornado had ripped 
through a corner of the city taking down power lines, and 
the Sims—the residents of our fair city—had fled in the 
night. 

You'll spend a lot of your time visually wandering over 
the huge SimCity layout in search of problems. You can 
also consult a large array of graphs and maps that will point 
out areas of the city with traffic problems, power shortages, 
high crime rates and other important elements of modern 
life. Fix traffic headaches with new roads or rails, build 
new power plants and police stations as needed. 

If you like this game, check out the new SimAnt, which 
is a simulation of an ant colony! 

The game includes 999 pre-designed maps of virgin 
territory, waiting your development. (See "Super Secrets" 
for the key to 999 more.) One player only. 


SCREEN DISPLAY 
The icons or symbols along the left side of the screen are 
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the keys to the tools for designing and building your city. 

At the top of the screen is a set of icons for control of 

various features of the game, including loading and saving 

games and the speed of the passage of time. 

Bulldozer. /x/ block in size. $1 each use. It sure beats 
using an axe and a shovel. You must clear an area before 
you can build. This icon manually clears one section at a 
time, for a charge of $1 each section. You can also turn 
on Auto-Bulldoze from the Options menu to clear many 
types of natural obstacles and roads, tracks or power 
lines. 

Roads. /x/. $10. Pave paradise and put up highways, 

bridges and intersections. You will want to install either 
a road or a rail line to all of the zones of your city to 
allow development. If you build a road, the traffic will 
follow. 
The Roads command will automatically create 
intersections or curves, based on the location of the 
cursor. If Auto-Bulldoze is on, areas will automatically 
be cleared of trees; otherwise you will have to manually 
clear. Roads can go across power lines, railroad tracks 
and bodies of water; bridges over water cost additional. 

Railroad. /x/. $20. Mass transit carries a whole bunch 
more Sims than do mere roads. Replace clogged roads 
with rail tracks. The computer will automatically build 
intersections and curves if needed. Tracks that go 
underwater are charged at a higher rate. 

Power Lines. /xJ. $5. Each of the zones of your city must 
be connected to a power plant before it will develop; any 
zone without power will show a flashing lightning bolt 
symbol. You can install power lines across roads and 
tracks at right angles; underwater power lines are more 
costly. If possible, place your power plant in a location 
that allows you to install power lines in a logical grid. 

Parks. /x/. $10. Green space improves land values; parks 
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are also a way to make pretty any urban renewal areas. 

Residential Zones. 3x3. $100. The Sims need four walls, a 
roof and a bed, but they won’t move into houses you 
build unless you place them carefully. And if they don’t 
move in, your city won’t develop. 

The better the residential district you construct, the 
higher the land value you create and the more taxes the 
Sims will pay. Four types of residential zones will 
develop: upper class, upper-middle class, lower-middle 
class and slums. Factors affecting the quality of 
development include water (the Sims love waterfront 
property), trees (they love the shade, and it gives the 
little Simmies places to play), the absence of pollution 
and traffic problems, and reasonable levels of 
population, transportation and utilities. If the land you 
seek to develop does not have much greenery, you may 
want to install your own parks. 

One rule of thumb is to make half of the zones of your 
city Residential and the remainder split between 
Commercial and Industrial zones. 

Commercial Zones. 3x3. $100. When the going gets 

tough, the tough go shopping. They also need offices, 
gas stations, supermarkets and garages. 
The fastest way to develop a Commercial Zone is to 
place it in an area of expensive land values; you can, 
however, grow your own values quickly by placing a 
commercial zone between Residential and Industrial 
Zones. Be sure to supply your commercial areas with 
transportation for workers, goods and customers. They 
need access to airports, seaports and roads, and 
sufficient power. 

Industrial Zones. 3x3. $100. Industrial Zones are a 
necessary evil, making products and pollution and 
dropping land values wherever they are. They are an 
important element of the overall value of your city. 
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Place your Industrial Zones on the outskirts of town, 
away from residences. Be sure they have adequate 
power, access to airports and seaports and transportation 
for workers and services. Factories will open up as your 
population grows. 

Police Departments. 3x3. $500. Where is a cop when you 
really need one? Without sufficient police protection and 
the resulting low crime rate, the Sims will move out of 
the city like rats leaving a sinking ship. However, except 
in particularly crime-ridden areas, there is no point in 
overbuilding police stations. Use your limited funds 
elsewhere. 

Fire Departments. 3x3. $500. An important element of 
your city, especially if you are in a mode with Disasters 
Enabled. Fire Stations should be placed around 
developed areas to keep the residents feeling safe and 
secure. And be sure that your funding levels are at 100 
percent if the firemen are out on the job; they don’t work 
quite so hard for a partial budget. Fire stations also need 
power. 

Stadium. 4x4. $3,000. Man and woman do not live by 
work alone; sooner or later they will demand some 
entertainment. If you’ve got the money, build them an 
expensive sports stadium. The residential areas will 
grow as a result, and there will be benefits in the 
commercial and industrial areas as, well. You will need 
to construct adequate transportation to the stadium. 

Seaport. 4x4. $5,000. A very valuable element of an 
Industrial Zone. It must be on the water, of course. 

Power Plant (Coal-burning.) 4x4. $3,000. All of those 
microwaves, VCRs and Nintendos need electricity; 
you'll need to build a generating plant. And as more and 
more little Simmies plug more and more into the line, 
you are likely to have to deal with low-power brownouts 
and need to build more power. In fact, Sims will move 
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away if there is not sufficient power to support them. 
Power plants can be built anywhere and tied into the 
power grid; you may want to group them together to 
minimize the damage to land values. Coal plants will 
support about 50 zones each, at a cost of about $60 per 
zone. 

Power Plant (Nuclear.) 4x4. $5,000. The lure of a nuclear 
power plant is obvious: Although it costs more to build, it 
will supply about 150 zones each for a per-zone cost of 
$33 each. That’s the good news; the bad news is that a 
nuclear plant just possibly might melt down some day— 
the Boston scenario is built around such an event—and 
destroy a large part of your city. If you’re willing to make 
a deal with the devil, you can try to place a nuclear power 
plant in a remote corner of the city. 

Airport. 6x6. $10,000. The largest and most expensive 
construction project of the entire simulation, it is 
essential to full development of the Industrial Zone. 
Wait until your commercial growth has begun to peak 
before selecting your location. Save a large piece of land 
away from highly developed areas; you may want to 
arrange it so that landing and takeoff patterns are over 
the water; in this way, if a plane crashes it is not likely 
to cause a lot of property or Sim damage. Put a fire 
station next door anyway. You'll also need a good set of 
roads and railroad tracks for people and freight. 

Query. Move the cursor to any area of the city and select 
the ? mark to find out as much as you can about any 
location of the game. You can keep the Query mode on 
and move about the screen for a moving view of your 
entire property. 

At the top of the Query box is the Zone or Structure 
type. Zones include Residential, Industrial, Commercial, 
Open Space, Roads, Track, Park, Police Station, Fire 
Station, Airport and more. You may even be able to 
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learn the score of the football game in progress at the 
stadium. There are five indicators within the box: 

Density. Population Density is rated from Sparse to Low to 
Medium to High. 

Value. Property values range from Low to Medium to High 
to High! The better the rating, the more taxes you will 
collect. 

Crime. The level of crime ranges from Little to Some to 
Much to Severe. High crime areas often are related to 
high population density and low land values. 

Pollution. The quality of the environment is rated in 
pollution levels of Little, Some, Much or Severe. The 
worst problems are usually around Industrial Zones. 

Growth. The net result of the other ratings is the level of 
growth for the current zone, rated None, Some or Rapid. 


SETTING THE BUDGET 

When you first take over as mayor of your new city, you 
will be blessed with a true rarity in government: a balanced 
budget. In your first year on the job you will enjoy a grace 
period based on the actions of your predecessor (how did 
he lose his job?) or just plain good luck. All city services 
are completely funded in that first year. 

Once a year after that, the Budget window will appear 
on screen and you will be given the chance to change 
funding levels for police, fire and transportation services, 
and also set the tax rate. 

The maximum tax rate is 20 percent, which brings in a 
lot of money for a short period of time; the Sims won’t be 
happy parting with that much of their hard-earned salary. 
The recommended tax rate for fast growth is between 5 and 
7 percent; Go to 8 or 9 percent to slow the growth of the 
city without shrinking it. 

Tax is calculated on the basis of the following formula: 
Tax = Population * Land Value * Tax Rate * Constant 
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The Constant changes according to the difficulty level 
selected for the game. 
Remember that each time you set up a public facility 
such as a police or fire station or pave a patch of road or 
install a new section of railroad track, you will be 
incurring an ongoing expense for the city, as follows: 
Police and Fire Stations. $100 per year for each. 
Allocating less than the requested amount will reduce 
the effectiveness of the stations. You cannot overfund a 
station; Sim officers will not accept bribes. 
Transportation. The department will ask for $1 for each 
section of road, $4 for each piece of track, and $10 for 
each section of underwater rail. If you set the funding 
below the requested level, maintenance will fall off and 
the roads and track will deteriorate. Funding below 75 
percent will make it almost impossible to keep up with 
repairs; from 75 to 90 percent is the nuisance level. 


CHECKING THE MAP 

The city planner does not merely look at the surface 

development of an area. Instead, there are many special 

ways of examining the statistics of the city. 

There are three times when you should be studying the 
maps: before you build, during periods of growth and at 
maintenance time. Select Maps for the following views: 
City Form. A large-scale map of your entire city showing 

developed and undeveloped areas. 

Power Grid. A schematic of the power network; look for 
breaks in the grid and unserved regions. 

Transportation. Examine the road and rail network for 
logical areas for expansion. 

Population. You can examine Density or Rate of Growth. 
The growth rate shows positive or negative growth for 
the areas of your city. 

Traffic. An indication of the amount of traffic on the roads 


Super Classic Favorites 253 


and railways; look for bottlenecks that slow 
development. 

Pollution. The best parts of the city are those with the 
cleanest air, water and land. 

Crime. The more densely packed the population, the lower 
the land values, and the further from a police station, the 
more likely there is a high crime rate. 

Land. The more worthy the properties, the more that will 
be collected in taxes. 

City Services. Check the Fire Protection or Police 

Influence maps to see the range of your stations. 

You can also consult a full set of graphs that chart some 
of the same information you will find in the maps, except 
that they display data over time—10 or 120 years. 


POPULATION CATEGORIES 

Village: 0 to 1,999 

Town: 2,000 to 9,999 
City: 10,000 to 49,999 
Capital: 50,000 to 99,999 
Metropolis: 100,000 to 499,999 
Megalopolis: 500,000 and more 


When you reach the Megalopolis level, Dr. Wright will 
give you a gift of a statue of Mario to stand in a city park. 


DR. WRIGHT 

Your chief advisor as mayor is a guy by the name of Dr. 
Wright, who will appear from time to time with advice, 
warnings and gifts. You can also ask for his advice when 
you are in a particularly tough spot. 

The gifts he bears will often make your constituents 
happy—things like Amusement Parks, Casinos, 
Fountains, Libraries, Parks and Zoos. Some other gifts, 
like a fancy new house for the mayor, may be attractive, 
but be careful —remember that you have to stand for re- 
election soon. 
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OOPS 

Disasters will occur from time to time; in more difficult 

levels they will happen more often. You can choose to 

inflict a disaster yourself to make things interesting, too. 

Fire. Flames can break out anywhere, at anytime. They'll 
burn through your beautiful buildings, forests and 
parks—but will not cross bodies of water or clear land. 
Fires within the effectiveness radius of the Fire 
Departments in your city will be extinguished 
automatically; the radius is related to the funding level 
for city departments. One trick is to use your bulldozer 
to create cleared land around fires to stop their progress; 
you cannot bulldoze the fire itself. 

Flooding. High water can destroy buildings and utilities; 
the only solution is not to build too close to the 
water, but waterfront property has the highest value 
of any land. 

Air Crash. Planes can crash into each other, come down 
because of tornados or even hit buildings. There's 
nothing you can do to prevent an accident, but you can 
locate your airport away from the central city to reduce 
the chances of a major disaster. 

Tornado. An Act of God over which you have no control; 
it will destroy anything in its path. 

Earthquake. A major temblor, between 8.0 and 9.0 on the 
Richter scale, it will cause a great deal of damage when 
it strikes, but the real danger is from the fires that 
follow. 

Monsters. Here comes Koopa, Nintendo's favorite 
fearsome monster, chewing up everything in his path as 
he searches for Mario and Luigi. (Really!) 

There is another disaster that is not listed on the Disaster 
Menu: 

Meltdown. Remember that deal with the devil for a nuclear 

power plant? If a nuke goes wrong, its radioactive core 
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can melt right through its protective shielding, spewing 
deadly radioactivity all over the place. All you can do is 
clean up. Carefully. 


PLAYING A SCENARIO 

There are two types of managers we have come across: 

those who like to start things up, and those who like to fix 

the problems of an enterprise that is already running. The 

Scenarios section of SimCity allows you to dive in on six 

cities, each blessed with a problem. 

You will be faced with a specific problem and be given a 

time limit in which to solve the problem: you will win or 

lose based on your problem-solving experience. 

San Francisco. 1906. (Difficulty: Hard.) What a handsome 
location, on the bay. Okay, the city is rather poorly 
designed, but what in the world should San Franciscans 
worry about? 

Within moments of your arrival you will find out, as the 
earth gives way beneath your feet and buildings sway 
like willows in the wind: It’s the great earthquake of 
1906 and there’s not going to be much left standing 
when the ground stops shaking. 

Damage from the earthquake was not the biggest 
problem; fires broke out and burned for several days and 
more than 1,500 people died. 

You will have five years in which to restore San 
Francisco to Metropolis status. Start by building new 
fire stations near the major fires and then restore and 
maintain power. Knock down buildings that are in the 
path of the flames and clear firebreaks. Bulldoze any 
damage to city installations and let the Sim Repair 
Service go to work. When you finally have the fires out 
and power on, rebuild the city in a more logical manner 
and encourage the Sims to stick around. 

Bern, Switzerland. 1965. (Difficulty: Easy.) Gridlock! 
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There are either too many cars for too few roads, or too 
few roads for too many cars. We’ve got a suggestion, 
though: Forget about the roads and build yourself a 
modern mass-transit rail system. 

You will have 10 years in which to reduce Traffic 
Density to Low. 

Tokyo, Japan. 1961. (Difficulty: Medium.) A huge reptile 

has been seen heading for Tokyo, apparently attracted 
by the yummy pollution in the air, water and ground. It’s 
like the script for one of those strange Japanese monster 
movies of the ‘50s and ‘60s, except that you’ve got to 
clean up the mess. 
There’s not an awful lot you can do to prevent the 
damage wrought by this ‘zilla of a monster. In the 
Nintendo version of this PC megahit, the monster has 
been renamed Koopa and he’s stomping around in 
search of his old buddies Mario and Luigi. (Must these 
guys stick their noses into everything?) Anyhow, Koopa 
will crush buildings, swat airplanes, sink ships and start 
fires. Just follow behind his slow meanderings and 
repair the damage. You will have five years in which to 
bring your Overall City Score above the 500 level. 

Detroit, Michigan. 1972. (Difficulty: Medium.) The one- 
time automobile capital of the world has been driven 
into the ground by competition, and crime is out of 
control in the central city. You are the chief of police, 
with 10 years in which to bring the Crime Density to 
Low. 1 
You're going to want to build a lot of police stations; 
consult the Crime Density map for the areas in most 
need of services. The dark areas on the map indicate 
places with a great deal of crime. You can also use the 
bulldozer to perform some instant urban renewal, taking 
down buildings and criminals at the same time. 

Boston, Massachusetts. 2010. (Difficulty: Hard.) Why in 


Super Classic Favorites 257 


the world did they build a nuclear power plant? And 
once that mistake was made, whose bright idea was it to 
locate it in downtown Boston? Yours is not to reason 
why: Yours is to try, in just 5 years, to restore liveability 
to Beantown after a nuclear meltdown spreads 
radioactivity from the Fenway to Cambridge. Your 
specific goal is to restore the City Score to above 500. 
The key to making Boston fit for the Bosox again is to 
find areas out of the radiation for the Sims to inhabit. 
Rio de Janeiro, Brazil. 2047. (Difficulty: Medium.) The 
Greenhouse Effect is real, and an increase in 
temperatures around the world of just 4 degrees is 
melting the polar ice caps, and cities like Rio de Janeiro 
on the ocean are slowly submerging into the sea. 
You have 10 years in which to deal with the 
reconstruction and redesign of the city, with the goal of 
bringing the City Score above 500. 
Construct new power plants and infrastructure; prettify 
some of the ruined land with parks to improve land 
values. 
If you can make it through all six of the scenarios in the 
game, there are two hidden challenges in the game. The 
first disaster is Las Vegas; UFOs land on the Strip and 
believe it or not, somebody notices the out-of-towners. 
If you can get past Vegas, the final map is called 
Freeland, shaped like our buddy Mario. It’s an 
interesting challenge, with no rivers or lakes. 


POWER PLAYER HINTS 
Don’t grow too fast; it’s better to keep a bit of money in the 
bank for emergencies. 

Power is key to development; no industries or commercial 
operations can run without being linked to the electrical grid. 
Place your dangerous, polluting power plants in a far corner 
of the city and run your power lines where they are needed. 
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Extra power plants may seem like an extravagance, but they 
will come in very handy if there is an emergency like a fire or 
plane crash; so, too, you may want to have redundant power 
lines to some parts of the city. 

Mass transit is more efficient and better for development 
than solitary roads; in fact, you can construct an entire city 
without benefit of asphalt. Be sure to extend some kind of 
transportation to any zones you create. Link any industrial 
or commercial zones with residential areas by railroad or 
road so that little Sim-commuters can get to work. 

Sooner or later, you’re going to need mass transit to 
solve traffic snarls. So you might as well start out with 
railroads instead of endless roadways that may have to be 
bulldozed in the name of progress. 

Remember, though, that you will have to pay the annual 
maintenance costs for each segment of road or track; one 
strategy calls for building your city densely at the start and 
going farther afield later on. 

If you run short of scratch, you can visit the SimCity 
Savings and Loan and take out a loan of $10,000. You'll 
pay it off at $500 per year for 21 years, which is not a bad 
interest rate. 

If you place your zones next to each other, the power 
grid will automatically extend from one to another, saving 
the expense of erecting poles and lines. You don’t want to 
put residential zones next to industrial areas, and not all 
residential areas should be cheek-to-jowl with commercial 
zones, either. 

Construct airports, seaports and stadiums when your city 
is rich; they will strain the resources of a small community. 

Zones, roads and other installations cannot be moved; 
the only way to reuse a piece of land is to bulldoze it. 

You can work with one of the pre-drawn cities in the 
Scenario mode without having to solve the pressing 
problems they face by selecting a scenario and then 
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immediately saving it as a city. When you reload the city, 

the impending disaster is gone. You may want to disable 

Disasters on the Disasters menu to prevent a new problem 

from cropping up. F 
Dr. Wright or other benefactors will bestow special gifts 

on your city from time to time. Most will increase the value 

of your city. Here are the special gifts and when you can 
expect to receive them: 

Bank. SimCity Savings and Loan will open a branch office 
when your population reaches 10,000, and if the city 
coffers hold less than $2,000. You can borrow $10,000 
from the bank for 20 years; you'll have to pay back $500 
ata time. 

Expo. When SimCity reaches Capitol status with at least 
50,000 citizens, a harbor and an airport, you'll have the 
chance to host an international fair, which will bring 
honor and prosperity to your fair city, along with $100 
in extra income because of increased industrial 
development. 

Fountain. Happy 50th anniversary! Place the fountain in a 
commercial area to encourage further growth; it will 
bring $100 in extra income. 

Landfill. That garbage has to go somewhere, and a landfill 
will be developed over the water when the city begins to 
fill up available space. Landfills will be created when 
there are just 150, 100, 50 and finally 30 zones left. 

Library. Schools will develop automatically in residential 
areas. When there are three, six or nine schools 
constructed, a library will be necessary and offered. 
Libraries will bring in $100 in extra income. 

Mayor's House. Awarded when the population reaches 
2,000. 

Municipal Zoo. When you have a population of 10,000 
and have given your people a sports stadium, you will be 
offered a zoo. Another zoo will be available when you 
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have constructed three stadiums. Place the zoo near 
residential or commercial areas. Draws $100 in extra 
income. 

Police and Fire Headquarters. A headquarters building 
will be offered each time there are 6, 12 or 18 police or 
fire stations. Each HQ will cover an area one-and-a-half 
times as large as a regular station. 

Railroad Station. The first station will be built once 50 
sections of track have been installed; a second station 
will arrive after 200 pieces of track are in place. Nearby 
commercial areas will thrive. Worth $100 in extra 
income. 

Windmill. SimCity’s sister city is located in the 
Netherlands; the friendly folk there will send over an 
attractive windmill once you have established 150 
zones; a second windmill will arrive when 500 zones are 
in place. Worth $100 in income. 

And finally, there is the essentially worthless but exciting 
gift of a statue of Mario, awarded when your city 
reaches the Megalopolis stage with a population of 
500,000. 


SUPER SECRETS 

Saving City Space. Every big city does require major 
installations like airports, sports stadiums and harbors. 
But these also take up a lot of real estate. Here’s a way 
to reduce their size without reducing their effectiveness, 
if you can react very quickly. 
Watch for an airplane cruising the sky above one of 
these large installations and then quickly choose the 
Disaster icon. If you do it correctly, the airplane will 
crash on the structure you have selected. Most of the 
time, the resulting fire will leave some part of the 
structure still standing; as long as one section still 
stands, the facility will still be effective and other 
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buildings can be constructed in the area. 

Tax Advice. Here’s a way to save on taxes: At the end of 
any year, work out your budget for the coming year but 
then immediately save your game and reload it. You will 
return to the game and find that the transportation, 
police and fire departments will give you a free ride for 
the coming year. You can do this over and over again; 
they'll never catch on, and you can spend the money set 
aside for municipal services on new developments 
instead. t 

Is 999 Too Small a Challenge for You? There are 
officially “only” 999 different maps of undeveloped land 
in SimCity. Here’s a way to uncover twice as many. 
Select “Start New City” and then choose any map 
number and OK it to start the game. Now select the Go 
to Menu icon from the top of the screen and choose Start 
New City without saving the current map. Sit and wait a 
short period of time and the map will change (although 
the indicated number will not). 
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Cheating Your Way to Success, Part 1. And finally, 
here’s a not-quite legal way to boost your bank account 
to a nice, odd $999,999. Spend all of the money in your 
account and wait for December. When the Tax screen 
appears, press and hold the L pad and leave the screen. 
Now return to the Tax screen (still holding L) and raise 
all funding levels to 100 percent. 

Cheating Your Way to Success, Part 2. But wait, here’s 
one more way to cheat your way to almost limitless 
funds. Start out by filling your screen with police and 
fire departments at the beginning of the game. Put them 
one next to another and spend your way as close to 0 as 
you can. Now wait for the fiscal report to appear at the 
end of the year; when it does, press and hold the L and R 
pads and exit the screen. Don’t let go of the buttons yet. 
When you return to the main screen, you will notice that 
the year has not changed. Go back to the fiscal screen 
(still holding L and R) and increase all funding for the 
police, fire and transportation departments by 100 
percent. Pay no attention to the fact that the budget has 
gone into the negative—politicians don’t worry about 
such things. Return once more to the main screen and let 
loose of the L and R buttons. The year will change, but 
your wallet will-be fat. You can repeat this trick if 
needed later in the game. 

Xing out those Xs. Each time you complete one of the 
predeigned scenarios, the program will place a red X 
across its icon. Here’s a way to remove the Xs. Be 
aware, though: doing so will also erase any saved 
games! 

To blot out the Xs, press and hold the B button, L and R 
pads, Select and then Start at the same time. 


SimCity is a registered trademark of Maxis. © 1989, Maxis. Game © 
1991, Nintendo. 
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LAG 


Super Double Dragon™ 


Graphics/Sound:9 ^ Response/Playability: 8 
Fun/Realism: 8 Ultimate Score: 8.3 
A lot of oomph! 


It's still the same old story, a fight for love and glory: it's 
round seven of the adventures of a pair of tough hombres, 
brothers Billy and Jimmy Lee. Sometimes they fight alone, 
sometimes they fight together and sometimes they fight 
each other. 

The saga began all the way back in 1977 in a coin- 
operated arcade game called Double Dragon, which was 
followed by Double Dragon II at the arcades. The first DD 
game for the NES was a bestseller, and Double Dragon II: 
The Revenge was even bigger. Then there was Double 
Dragon III—The Sacred Stones and Double Dragon Game 
Boy. 

In each of the stories, our heroes and sometime bums 
face the kidnapping of the lovely Marian. Between her 
regular abductions and rescues, our boys must fight their 
way through hundreds of fearsome foes, usually led by the 
Black Shadow Warriors. 

In Super Double Dragon, guess what has happened? 
Marian, a beautiful policewoman, is a student of kung fu 
and part-time instructor at the martial arts training school 
run by the brothers Lee. Investigating a narcotics ring, she 
attempts to infiltrate the ruthless Black Shadow Warriors 
criminal mob. 
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Obviously, the success of the Double Dragon series has 
much more to do with the technical impressiveness of the 
program. This is one of the most polished of the kick-and- 
punch games for home video machines. One or two 
players. 


CONTROL PAD 

Arrows: Press to move up, down, left, right or on the 
diagonal. Press Up or Down to climb or descend stairs. 

A Button: Press to kick. 

B Button: Press to defend yourself. 
Press to throw knives and other tossable weapons. 

X Button: Press to jump. 

Y Button: Press to punch. 
Press to pick up a weapon from the ground. 

L and R Pads: Press to increase the Dragon Power Gauge, 
necessary to allow use of special techniques. 


OPTIONS 

1-Player game. 

2-Player Mode A. Two players are on screen, and can 
cooperate or damage each other. 

2-Player Mode B. Two players are on screen, but cannot 
damage each other. 


FIGHTING TECHNIQUES 


BILLY 

Back Fist. Press the punch button. 

Uppercut. Punch a staggering enemy. 

Foot Side Kick. Billy’s kick. 

Reverse Round Kick. Kick a staggering enemy. 


JIMMY 
Straight Punch. Press the punch button. 
Hook. Punch a staggering enemy. 
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BILLY AND JIMMY 

Continuous Kick. Press Kick and the Down arrow to kick 
your opponent in the lower leg and face continuously. 

Middle Kick. Press Kick and the Down arrow to kick a 
staggering enemy in the midsection. 

Jump Kick. Press the Kick, Jump or Punch button while 
jumping. 

Flying Back Kick. During a jump, press the arrow key in 
the direction opposite the one Billy or Jimmy is facing, 
and at the same time press the Punch, Jump or Kick 
button. 

Jumping Knee Drop. Attack an enemy on the ground by 
coming up to him and pressing the Jump button. 

Grab Hair-Knee Kick/Stomach Kick. While grabbing 
your opponent’s hair, press the Kick button. The 
direction of your kick will depend on how you are 
standing. 

Grab Hair-Elbow Punch/Elbow Fall. While grabbing 
your opponent’s hair, press the Punch button. The 
direction of your punch will depend on how you are 
standing. 

Grab Hair-Back Kick. Grab hair and press the arrow key 
in the direction opposite the one Billy or Jimmy is 
facing, and press the Kick button. 

Defend. To defend against an enemy, press the Defend 
button to grab the arm of your opponent. 

Grab/Kick. Grab an arm and press the Kick button. 

Grab Arm and Continuous Kick. Grab an arm and hold 
down the Kick button. 

Grab Arm and Punch. Grab an arm and press the Punch 
button. 

Grab Arm and Continuous Back Fist Punch. Grab an 
arm and hold down the Punch button. 

Grab Arm Back Kick. Grab an arm and press the arrow 
key in the direction opposite the one Billy or Jimmy is 
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facing, and press the Kick button. 

Back Holding and Throw. While grabbing hair or an arm, 
press the Defend button or the Jump button. You can 
then hold the enemy and throw him into another enemy. 


SPECIAL FIGHTING TECHNIQUES 

Round Back Fist. Increase the level of the Power Gauge 
and then press the Punch button. 

Jumping Round Kick. Increase the level of the Power 
Gauge and then press the Kick button. 

Jumping Back Round Kick. Increase the level of the 
Power Gauge and when the enemy is behind you, press 
the Kick button. 

Roundhouse Kick. Increase the Power Gauge to more than 
half, then press the Kick or Punch button when the 
enemy is behind you. 


WEAPONS 
When you defeat some enemies, they will drop weapons 


Super Classic Favorites 267 


they are carrying; other devices may be lying around. 
Pick up a weapon by pressing the Y button. 
You can throw a weapon with the B button, or threaten 
an enemy with the A button. 

Knife. Throw at the enemy; useful at long range. 

Boomerang. Another long distance weapon, it will return 
to you after thrown. 

Fire Bomb. Effective against close enemies. 

Drum Can. Pick it up and throw it at bad guys; it can also 
be kicked. 

Rock. Pick up and throw it, or kick at an enemy. 

Nunchaku. Billy’s favorite weapon. $ 

Konbo Stick. Jimmy’s favorite weapon. 


LEVELS 

Mission 1: Las Vegas 

Mission 2: The Airport 

Mission 3: Chinatown 

Mission 4: Golden Gate Bridge 
Mission 5: The Slums 

Mission 6: Forest-and Mountain 
Mission 7: Duke’s House 


TOP SECRET 

Here’s a somewhat complex way to fight your way to 
unlimited continues in a two-player game. You’ll need two 
controllers plugged into your control deck, of course. 

Press Start on Controller 1 and go to the Mode Select 
screen and select the Two-player Mode A game. Play the 
game until each of the players has only one credit left; if 
one player has more lives than the other, you’ll have to 
sacrifice lives to bring them both down to 1 remaining. 
Now, when the final life is lost and the game asks if you 
want to continue, press Start at the same time on both 
controllers. 
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Go back into the game and proceed as normal. If you’ve 
done it right, the next time you see the Continue screen, 
you will see that you have 7 Continues. If you go through 
those seven without beating the game, just repeat the 
process (bringing both players to 1 credit and pressing 
Start) to restock your credits. 


Super Double Dragon is a trademark of Technos Japan Corporation. © 
1992, Technos. Game © 1992, Tradewest, Inc. 


is 
Super Smash T.V.™ 
Graphics/Sound:8 Response/Playability: 8 
Fun/Realism: 7 Ultimate Score: 7.7 


Nonstop TV violence, a close copy of the arcade 
hit. 


Bingo! Welcome to the year 1999, where life and television 
have merged together to bring us this lovely development: 
Smash TV. It's a television game show that pits one or two 
contestants in a battle to the death for fabulous prizes 
including toasters, microwave ovens, sports cars and 
vacation trips. 

Smash TV is a big 8-megabit game, full of action and 
strange characters. You'll carry missiles, spread guns, 
grenades, saw blades, shields and even a portable room- 
sized nuclear weapon. The game is a direct adaptation of 
the arcade smash hit, and one of the best exploitations of 
the technical abilities of the Super NES. 

The view is from a camera way above the action, which 
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gives an excellent viewpoint, although the characters and 
weapons are rather small on screen. The enemies will come 
at you from all directions; keep your finger pressing the 
Fire button at all times. 

The controls in Smash TV work a bit differently from 
most other video games. The four fire buttons are used to 
shoot up, down, left or right. You can also fire on the 
diagonal by pressing two buttons at once—for example, the 
Y and B buttons to fire in the down and left diagonal 
direction. 

Four bizarre bosses wait deep within each of the levels: 
Mutoid Man is the half mutant/half battle tank boss of 
Round 1; Scarface is ugly and mean and . . . boss of Round 
2; Cobra Head is king of the snakes and leader of Round 3, 
and The Game Show Host with the Most is the most 
dangerous of them all when you get near the Pleasure 
Dome at the end of the game in Round 4. One or two 
players. 


CONTROL PAD 
Arrows: Press to move your contestant up, down, left, 
right or on the diagonal. 
A Button: Fires right. 
Press with the X button to fire up/right. 
Press with the B button to fire down/right. 
B Button: Fires down. 
Press with the Y button to fire down/left. 
Press with the A button to fire down/right. 
X Button: Fires up. 
Press with the A button to fire up/right. 
Press with the Y button to fire up/left. 
Y Button: Fires left. 
Press with the X button to fire up/left. 
Press with the B button to fire down/left. 
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WEAPONS 

Grab Power-Ups to improve your basic weapon to one of 

eight special offensive or defensive devices: 

Barrier. Look for the small gold diamond to acquire an 
invincible shield for a short period of time. 

Rolling Ball. It'll crush anything it touches. 

3-Way Shot. A triple threat; the icon looks like a rack of 
billiard balls on a blue table. 

Crush. Whomp all of the enemies on the screen with one 
pass. A yellow weapon on a red background. 

Combat Boots. These boots were made for stomping. 

Shotgun. A wider shot for close targets. 

Rolling Cutter. Surround yourself with a whizzing cookie 
cutter. 

Missiles. Long range weaponry. 

Also be on the lookout for the following critical special 
items: 

1-Ups. An extra player. 

Key. Not all doors will automatically open once you've 
defeated all of the enemies in the room; use a key. 


SCORING 

Cobra Boss (per hit) 100-500 
Scarface (per hit) 250-6000 
Mutoid Man (per hit) 350 
Game Show Host (per hit) 350-700 
Hulk Clubbers 500 
Snakes 1000 
Spear Men 1000 
Floating Robot 1050 
Orb-Train (per sector) 2000 
Single Blue Orbs 2000 
Red Swarmers (followers) 2050 
Shrapnel Bomb 2350 


Laser Orb 2500 
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Prizes (each pickup) 5010 
Wall Gun Man 5500 
Tank (per section) 7500 
Red Swarmers (leaders) 20,000 
POWER PLAYER HINTS 


Move out of a room you have cleared immediately; if you 
stick around to admire your success you may fall victim to 
a sneak attack from your vanquished victims. 

The bonus prize room is filled with gifts. Grab all that 
you can, but watch out for the land mines that are hidden 
among them. When you can manage to collect ten keys, 
you can use them to open a secret room. Try all of the 
locked exits and keep trying until one opens. 

You can only use one kind of weapon at a time. 
Therefore, if you are happy with the device you currently 
have, don’t pick up a new weapon icon. Power-ups like 
speed boosts or mobile forcefields can be used along with 
weapons. 

Though two players can cooperate all the way through 
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the four levels of challenge in the game, only one of them 
will end up as the Grand Champion with the highest score. 
That player alone will gain entrance to the ultimate goal of 
the game, the Pleasure Dome. 

Watch out for the cannons in the corners of some of the 
levels—they will lay down a lethal crossfire. Avoid the 
projectiles they fire and land about a dozen or so direct hits 
on each cannon to remove them from the set so you can 
concentrate on the dozens of other enemies on the screen. 


SUPER SECRET 

Bingo! Here’s the secret route to stage selection. From the 
Option screen, press Right, Right, Up, Down, the R pad 
and then the L pad. You will hear “Bingo” if you’ve 
done it right. Choose a one- or two-player game and 
press Start, and the next screen you will see will offer 
you stage selection. The Circuit Warp menu lists all 
three circuits, the battles with the circuit leaders, the 
final battle and the credits. Use the Up or Down arrows 
to highlight your choice and then press the Start button 
to select it. 

Hide Out! Here’s an extension to the same code that 
allows you to skip through levels without fighting at all. 
Enter the above code to the stage select screen and 
choose where you want to being the game. Now, before 
you go through the door into the next room to begin the 
action, press and hold the Select button. When you do 
go through the door, the room will be empty. Stick 
around for a few moments and you will hear the 
announcer say, “Let’s Go!” and the exit doors will open. 
Press and hold Select and you will be able to move 
through empty rooms as far as you want. 

Power Up! Here’s the key to increasing your lives and 
credits a bit. Press Start and go to the player option 
screen. Use the down arrow to highlight the “Skill” 
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indicator. Press and hold the L pad, then press and hold 
the R pad and press the Up arrow. If you’ve done it 
correctly, you will hear the computer announce 
“Bingo!” The screen will change to a listing of lives and 
credits; use the arrow keys to increase the numbers. 

Options! Here’s an alternate route to the options screen; 
From the One Player/Two Player select screen, press 
Down, L, R, Up 

Listen Up! There is also a hidden sound test in the game 
that works in a similar fashion. Go to the player option 
screen and press the following buttons on the controller: 
L, R, L, L and R. (Be sure to use the L and R pads on 
the top of the controller.) You will hear “Bingo!” from 
the computer and the screen will change to a sound test 
screen. 

Credit Up! Who are the warped folk behind this strange 
game? We’re glad you asked: to see some of the names 
of the programmers, do the following at the start of the 
game when the name of the developer, Beam Software, 
is displayed: press and hold the L and R pads and then 
press the B button. 

Secret Rooms! There are at least three secret rooms hidden 
away in this game; if there are any others, they’re still 
hidden to us. 

Each of the secret rooms lies behind an unlit exit door. 
Look for the first one iri the Total Carnage room, in the 
bottom right corner of Arena 1. Clear the enemies and 
then exit to the right. The secret room here is a 
cakewalk: all prizes and not a boobytrap or enemy is 
sight. 

The second secret room is found near the room called 
Buffalo Herd Nearby!, located in the bottom right corner 
of Arena 1. Once again, clear the enemies and exit to the 
right for more goodies. 

The third secret room is off the room called (duh!) 
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Secret Rooms Nearby! in the lower right corner of 
Arena 3. And yes, you head to the right. 

It’s a Pleasure! The end of the game is reached, 
appropriately enough, just past the last room of Arena 3, 
two rooms to the right of Cobra Death. ` 
Now comes the moment of truth: you must have 
collected at least 10 keys in order to gain entrance. The 
entrance room will be called You Have Enough Keys! if 
you have enough keys; it will be labelled Not Enough 
Keys if . . . well, you get the idea. You'll have to defeat 
this very difficult room first and then two exits will light 
up. Choose the lower one to enter the Pleasure Dome. 
Super Smash TV is a trademark of Williams Electronic Games, Inc. © 


1990, Williams Electronic Games, Inc. Game © 1991, Acclaim 
Entertainment, Inc. 


aes 


New Mini Hints 


Aerobiz™ 

Show Biz. To listen to any of the 23 jumping songs, 
here’s the key to displaying a hidden Sound Test. From the 
title screen, when you are offered the choice between a new 
game or to continue, simply press the Select button. 


Battleclash™ 

Clash Boom. Is this game not already too tough? To 
raise the pressure, at the title screen press Left and Select at 
the same time. The screen will blank; after the “Adjust 
Aim” screen is displayed, start the game. 


Best of the Best Championship Karate™ 

Whatsamatter? Are You Chicken? Perhaps you’d 
rather just save the time and zoom right to the Kumate 
championship with a fully powered fighter. Here’s the 
somewhat complex trick: 

At the title screen, press Start to display the main menu. 
Now move the cursor to Option and press Select. When the 
Option Screen is displayed, select Password. Enter the 
following: RHT255457K. This will create a fully powered 
fighter. 

Now return the main menu and choose Next Boxer. 
Select Ivanov as your opponent; you should have little 
trouble defeating him with your full powers and you will 
advance to the Kumate. Once then, select PAD vs. SNES 
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and arrange it so that both characters look the same. 
Proceed to fight your twin; if you win, all of the opponents 
from the regular tournament will show up ready to rock and 
roll in the Kumate. 


Bignose Freaks Out™ 

Nose Job. You have to like a game that is this strange. 
Here are a few tips to make you more proficient in your 
passage from proboscis to proboscis. 

Grab the bonus nose tucked away at the upper left 
corner of Level One by climbing the transparent rocks. 
Trust us. 

Another way to reach upper corners of the screen is to 
bounce off enemies. 

And a general hint: this is a game that benefits greatly 
form the use of a controller with autofire or turbofire 
features. 


James Bond Jr.™ 
Here are passwords to the middle and upper levels of the 
game: 


Level 2: 0007 (Triple O Seven!) 
Level 3: 3675 
Level 4: 9025 
Level 5: ` 1813 
Level 6 (HQ): 3353 
Brawl Brothers™ 


Honorable Japanese Video Brothers. To switch over 
to the original Japanese version of the game—similar but 
not identical to the American edition—execute the 
following command. 

From the title screen press the following buttons in rapid 
order when the white “Jaleco” logo is displayed: B, A, X 
and Y. 
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If you do it right, you will hear an unusual sound and see 
a strange screen with a white blinking light in the center. 
Press Start, and then Down, Down, Down and Start once 
again. You will then see an option screen; choose whatever 
you'd like from the screen and exit. The option screen will 
be replaced with the Japanese version of the title screen. 
You’re on your own now. You’ll notice a few differences 
and new options. 


Roger Clemens MVP Baseball™ 
Buffaloed! Here are codes for the New York Buffalos: 
CGDPNW RBO2S5 LC809C CMBBGS 
7 games left, tied for first. 
*G5M34 GLO2XN NK819C CMBB6M 
3 games left, in first place by four games. 
DHDWON SLO59N NMR29C CMBBTM 
NL East Champions, at the start of the league 
championship against Cincinnati. 
GDBQZV FVBBBB BBBBBG CMBBCJ 
2-2 in the league championship against Cincinnati. 
KB5BZV FBCBBB BBBBBG CMBBHD 
NL League Champions, at the start of the World 
Championship against Kansas City. 
GBDFWZ F3BBBB BBBBBL CMBBG* 
3-1 in the World Championships against Kansas City. 


Combatribes™ 

Battle Stations. Here are the codes for all of the 
available groups of fighters in the VS mode. 

0197 

1180 

5093 

4949 

9207 
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Desert Strike™ 
Codes, you want codes? We got codes. 
3ZJMZTT Stage 1 
K32L82R Stage 2 
JR8P8M8 Stage 3 
F9NS5CJS Stage 4 
BS9JS27 10 extra lives. 
After you enter code, start a new game or enter a second 
password for a stage. 


Dino City™ 

Sigma Logic. Here’s the password to the final stage of 
the game: 8SSZ9 E SOH4H4. Note that the middle 
character looks like an upside E. 


Dragon's Lair™ 

Word On. Here are the keys to the slightly complex 
password scheme of this game. Use your axe or sword to 
change question marks to codes on the various platforms of 
the code screen. 

End of Level 1 

Platform 2: D Platform 6: A 

Platform 4: C Platform 8: B 

End of Level 2 


Platform 1: B Platform 7: A 
Platform2: D Platform 8: B 
End of Level 3 

Platform 3: D Platform 5: C 
Platform 4: B Platform 6: A 
Final Level 

Platform 1: A . Platform 5: C 
Platform 3: B Platform 6: D 


Extra Innings™ 
Home Boys. When you play against the computer, you 
will automatically be assigned as the visiting team. If you'd 
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rather have the last at-bat, press and hold the Select button 
while you choose your team and opponents. 

Double Time. Here’s the way to speed up an Extra 
Innings game. While choosing your team, press and hold 
the L and R pads and then press the Start button to begin 
the game. Players will move at double speed. 

Take It Out of the Ball Game. Here’s a trick that lets 
you explore some of the sound effects and special images 
of the game. 

Start by displaying the Mode Select screen. Highlight 
one of the options. Now, press and hold the L and R pads 
on the top of the controller and then press Start together 
with Y or B. Depending which option you highlighted, a 
different image or sound will result: 

1P. Home run celebration 

2P. Happy ending 

All-Star. Angry player 

Pennant Race. Unhappy player 

Edit Team I. Scoreboard 

Edit Team II, Set Up or Watch. Sound test 

Use the Up or Down arrows to change the numbers for 

the sound test; the B button plays the current sound and 

the Y button turns the sound off. Press Start to return to 
the Mode Select screen. 


F1 ROC™ 

Money for Nothing. The ordinary racer starts out with a 
rather puny $500 in the wallet; we’d prefer a $100,000 
stake, wouldn’t you? 

Try this trick: instead of your real name, enter 
SETAUSA. 

Even better: Use this trick again and again before each 
race using the name change option. 

Listen Up. Check out the sound effects and music of the 
game by using as your password SOUND. Use the arrow 
keys to change the selection and then press A, B, X or Y to 
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play the tune. 

Gonna Change Your Name. You can change the name 
of your computer opponent with this two-controller trcik. 
Select the name change option and instruct the computer 
you want to change the name of one of the players on the 
screen. Now press the Down arrow on Controller 2; the 
player’s name will change to T. Phillips. Now switch over 
to Controller 1 and enter a new name, When the new name 
is on the screen, go back to Controller 2 and press the down 
arrow to make the next name appear. Do the process over 
and over until you have changed all of the names and then 
press Start to begin the game. 

Drive Wild. Here is the key to a hidden course. Load 
the game and choose Training from the configuration 
screen. When the Course Selection screen is displayed, 
choose the Monaco course. Customize your car in any way 
you want and then begin the race. Now, watch carefully for 
a blue body of water that comes to a V-point between two 
gray barriers, Build up to top speed, dive right in, and drive 
on the water and then jump back onto dry, green land to the 
left to enter a new course that is not shown on any map. 
Note that this trick was tested on a preproduction copy of 
the ‘game and may not work in the final version. 

Music Test. There’s also a hidden music test. Go to the 
screen where you are asked to register your name, and enter 
your initials as OTO. Press Start and you will go to the 
music screen. Use the A and X buttons to change the 
numbers on screen and press Start to play the music. 


Faceball 2000™ 
Start Your Engines! Here’s a trick that permits you to 
choose your own startup options. From the starting level 
screen, press and hold the L and R pads and then press Start. 
Gimme Shelter. In the two-player version, cooperate 
with your partner by providing cover for each other, just 


New Mini Hints 281 


like the cops do. 

When the going is relatively easy at the startof the game, 
don’t leave a level without finding the hidden Power-Ups; 
it will be much more difficult to do so later on. 

The Game Within the Game. There’s a hidden, super- 
challenging game within the cartridge called Cyberscape. 
To get there, from the title screen press and hold the L and 
R pads at the same time. Keep the buttons pressed and 
choose the one- or two-player game and then press Start. 
Let go of the buttons and the new Cyberscape game will be 
listed as an option. 

Gaining Face. Here’s a way to extend the first trick and 
warp all the way into Cyberspace. Start by holding down 
the L and R pads at the title screen; keep the buttons 
pressed as you select a one- or two-player game. Don’t let 
go, and the screen will go blank. Now release the buttons 
and a new option will list Cyberspace beneath Cyberzone. 
Select Cyberspace and take off, eh? 


Fantasy Zone™ 

Hidden Jewels. There’s a secret zone after the Secret 
Zone: here’s how to find it. When you enter the Secret 
Zone, head all the way to the right until you come to a 
danger sign and a barrel; stand alongside the barrel and 
press and hold the Y Button to pick it up. Carry the barrel 
to the right and throw it at the first Black-Mask you come 
to; hit him and you will warp into the secret Fantasy Zone, 
filled with Emeralds. 


Firepower 2000™ 

Two for the Price of One. When the title screen is 
displayed, press the Select button to display the two-player 
option. Press Start and the A button together; you will now 
be able to begin a one-player game, but you will be in 
control of both vehicles. Controlling them both is a bit 
difficult, but once you master it, you will have double the 
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shooting power. 

Don’t Be Lonely. Even when playing alone, select the 
two-player mode. This will give you twice as many power- 
ups when you break open the green containers. 

Don’t Be Weak. When you first start level one, head for 
the lower right corner to find a power-up container that will 
boost your number of bullets to six. 

Don’t Be Earthbound. The helicopter is slightly easier 
to use than the jeep. 


George Foreman’s KO Boxing™ 

An-A-One An-A-Two. Your computer boxers in this 
tough game act like just what they are: machines. They 
each follow a program of punches and counterpunches, and 
if you can get into the rhythm, you can fight intelligently 
against them. 

For example, here is the punch cycle for Madman: two 
right uppercuts, a left cross, four right jabs and finally two 
left uppercuts. He’ll pause for a second and then repeat the 
cycle. 

To earn a Superpunch, be prepared to punch back after 
each of the four right jabs. You’ll be rewarded with the 
special punch, but . . . so will Madman. He will throw a 
right and then a left uppercut and then his own Superpunch. 
Acclaim boxing pros recommend launching your own 
strike immediately after Madman’s left uppercut. 

Most of the fighters will have an exception to their 
pattern if you start landing too many punches too easily; if 
the fighter suddenly breaks out of character, lay back and 
avoid or block his punches until he returns to normalcy. 


Gods™ 

All-powerful dominion. 
Level 2 SD1 

Level 3 BMH 

Level 4 MGB 
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Hal’s Hole in One Golf™ 

Wood I? There’s only one password that really matters 
in this game, and that is the key to the use of metal woods. 
They will add about 20 yards to any drive. We suppose 
you'd like to have the code: METAL PLAY. 

Hole in One. Wanna see an electronic hole in one? Go 
to the Memory Shot code screen and enter one of the 
following two codes: 

CQJB83CFDFJ#H?LBBT7BJCF or 

B!Sb9IGBSSFGB3JSBB>GBMYQ. 

Hole in None. There’s a hidden 19th hole; in fact, it’s so 
secret that there's no pin displayed on the screen. Go to 
practice mode and putt your way through the first 18. Now 
shoot for the top, out-of-bounds section of the hole and 
shoot the ball toward the top center for the invisible hole. 


Home Alone ™ 

Running Wild. Hold the Up and Right or Left and Up 
buttons as Kevin runs past scenes; this will allow him to 
search for items as he runs by. 
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Hook™ 

I’m Flying! To soar anywhere you want in Neverland 
all you need to do is collect a cool 99 lives. Of course, 
that’s a lot easier said than done, unless you know the 
following trick: At the start of the game in level one, fill up 
your power with the aid of Tink and then right until you 
come to a cave filled with spikes. Move slowly and 
carefully into the cave until you come to a hidden 3-Up. 
Grab it, and then let yourself die. Keep at it again and again 
until you have reached the maximum number of lives. 
(Each time you do the procedure you will pick up three 
lives and lose one, for a net gain of . . . two, that’s right. 


Joe & Mac™ 

More Joes, More Macs. Here’s a way to pick up a full 
load of extra lives. When you find a level with a 1-Up in it, 
finish the stage and then immediately go back into the stage 
until you collect the same 1-Up. At that point, press Start 
and Select to get out of the stage to the map, and then go 
right back in to pick up another 1-Up. 

Four-Play. Here's a way to pick up a quartet of 1-Ups 
at one time. Take a key to the first blue dot on the map and 
enter the bonus round. Catch all of the meat landing around 
you and watch for the falling 1-Up; don't catch it, but let it 
bounce on the ground. It will be replaced by four 1-Ups, 
which you can grab. 


Kablooey™ 

There are codes to all 130 levels of the game, but we 
know you'd like to find some of them out for yourself, 
right? Here are four groups of codes. See if you can fill in 
the gaps between them. 
Level 15: MVFF Level50: WJND 
Level 16: DJMF Level 51: WGST 
Level 17: DBVG Level 52: WBVF 
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Level 18: DPLL Level 53: FJRF 

Level 19: DJSK Level 54: WBSP 
Level 20: GBTF Level 55: VJSB 

Level 21: JRPN Level 56: VEST 

Level 22: GBMF Level 57: LBMP 
Level 23: PBSS Level 58:. VNBT 
Level 24: WPRG Level 59: TYRF 
Level 25: LFBG Level 60: TYPF 
Level 26: CVFF Level61: TRGG 
Level 27: LPJC Level 62: TWJN 
Level 28: DBTG Level 63: TVSK 
Level 29: WGGD Level 64: TVNF 
Level 30: TJMG Level 65: TPNY 
Level 100: JBZZ Level 120: GXJT 
Level 101: SBFG Level 121: SKGN 
Level 102: JTGM Level 122: GBSG 
Level 103: JSLG Level 123: DQXR 
Level 104: HQST Level 124: CRZB 


Level 105: WQRM Level 125: MYTH 
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Level 106: HQLD Level 126: CXPY 
Level 107: HJLL Level 127: MBKV 
Level 108: HGRB Level 128: BVTP 
Level 109: NQSF Level 129: FNDS 
Level 110: HFLP Level 130: DFMQ 
Magic Sword™ 


See Sharp or Be Flat. In the 34th level, there's a hidden 
door that contains a warp to Hydra. Clear away the pair of 
blocks you find and then move to the left; hit the fourth set 
of pillars to open the door. 

Magic Level Selection and More. With the options 
screen displayed, highlight Exit and then press and hold the 
L and R pads and Start on Controller 2. Press Start on 
Controller 1 and you will be able to choose a game level 
and set the vitality level for your character. 

Going Up? There are several sets of secret stairs—at 
least five—hidden about in Magic Sword that can be used 
to warp from one floor to another. Thrust your sword in the 
air and swing it around to make the doorways appear. 


eR 


oLa lis ys 
a 


QN 


rabbit E Ca E 
Sheep 


kongoroo 
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Mario Paint and Mouse™ 

Paint, Mouse and Dance. Just for fun, click on the 
letters of the name of the game as displayed on the title 
screen. 


Mech Warrior™ 

Mech War, Not Love? Here’s the trick to temporary 
invincibility, good for the length of one battle. 

After you have landed on the planet, press Start to pause 
the game, and then press A, L, L, Y. A, L, L, Y, A, L, L 
and Y. If you’ve done it correctly, the word INVINCIBLE 
should appear across the screen. Press Start to return to the 
battle. 


Musya™ 

But What Do They Mean By That? Here are codes for 
all of the stages of the game; they are about as meaningful 
as the name of the game, but they are one character shorter. 
To select a level, choose Continue from the title screen and 
enter a password from the list that follows. 
MWTV Catacombs (2) 
KVSW Palace of Hate (3) 
KVMW Cave of Darkness (4) 
RQNJ Catacombs of Akuma (5) 
VKX4 Cursed Palace (6) 
NZIN Hannya Shogun (7) 
Z66F Watery Prison (8) 


On the Ball™ 

Here’s the key to the final level: WRJMH. 

What, more codes? 

ZLJPJ Gravity shift. You’ll bounce when you think 
you’re going to land, float when you think you’re going to 
bounce, or stick the ceilings when you think you’re about 
to crash. 
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NRRRP Sound Test. 

ZNGGX Display Records. The display will give you the 
record for every stage, along with the best times. 

GFXJF Weird Balls. Here’s a strange and sometimes fun 
option that permits you change the shape of the ball 
from sphere to space man, alien, rag doll or another 
strange design. A screen will appear that will offer a 
menu of possible forms for the ball. 

You can, by the way, enter more than one password at a 
time. Experiment with combinations. 


Out of This World™ 

When the title screen is displayed, choose Continue to 
display the password screen to jump to a particular 
stage. Or, from within a game, press and hold the L and 
R pads and press Select to display the password screen. 


HTDC Stage 2 
CLLD Stage 3 
LBKG Stage 4 
XDDJ Stage 5 
FXLC Stage 6 
KRFK Stage 7 
KFLB Stage 8 
DDRX Stage 9 
HRTB Stage 10 
BRTD Stage 11 
TFBB Stage 12 
TXHF Stage 13 
CKJL Stage 14 
LFCK Final 


PaperBoy 27" 

Rise to the Middle. Bike your way to the Midway 
middle stage with this code: 5738. Here's a code to go right 
to the more difficult *Hard Way" route: 6479. 
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Practice Makes Perfect. Go for the points in the bonus 
round; if you crash, the training session is over, but you 
will not lose a life. 


Phalanx™ 

Cheat Your Way to Success. Here’s a complex code 
that will give you a leg up. At the title screen, press Start 
and go to the System Configuration screen. Press and hold 
the R pad on Controller 1 and then press Start. Then press 
the L and R pads at the same time on Controller 2 to 
display your current Stock and Credits. 

On Controller 2, press and hold these buttons one after 
another until all are held down: A, B, X and Y. Now you'll 
see a Stage Select screen. 

Using Controller 1, highlight Stock and then press 
Select. Switch to Controller 2nd press Start. You can now 
increase your Stock and Credits and select stages. 


Q-Bert 37" 
Boink! Boink! Here's the way to bounce your way into 
a hidden display screen left in the game by the 
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programmers. 

From the the Option Screen, press and hold down the L 
and R pads at the same time and then release them: Voila! 
Press Select to cycle through the available background 
views of the game and the credit screen. 

Warping to Level 11. From the title screen move down 
to the Game Options mode and press Start; then press the B 
button eight times. If you’ve done it right, you will hear a 
tone. Then press Start to return to the title screen and start a 
one- or two-player game. 

Oh, no! Not More Levels? There are 20-count’em-20 
additional bonus levels in the game available with this 
trick, From the Option Screen, enter the following keys: B, 
Y, Y, Y, B, Y, Y and Y and then press Start to return to the 
title screen. 


RPM (Radical Psycho Machine Racing)™ 

Money for Nothing. The key to success in this game is 
money, both for the purchase of advanced equipment for 
your racer and to buy access to races. That’s a lot of hard 
work, unless you would prefer to cheat a bit. 

Here’s a trick to begin the game with a cool $45 million 
in your wallet. Start by selecting an open race file. Press the 
B button to display the Shop Screen and select a car; press 
the B button again. Move the red box to the center bottom 
square and then enter the following sequence of keys: B, 
Left, B, Left, B, Right, B, Right, B, B, B, Left, B, B, B, 
Right, B, Right, B and B. 

You’ll know if you’ve done the code properly if the red 
box moves to the right, all by itself. 

Money for Hard Work. Here’s an old- fashioned ' way to 
succeed, by earning it. Don’t be in too much of a hurry to 
move up through the levels of the game. Stick around in. 
earlier stages and earn a whole bunch of money to allow 
you to outfit your racing team properly. A good goal is to 
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come into the next level with twice the qualifying fee. 

Keep A Firm Grip on Yourself. Study the race track 
design before starting, and try to anticipate the more 
difficult turns before you are in them. It is very difficult to 
change directions while you are in midair, and mud and ice 
on the track make some turns especially treacherous. 


Rampart™ 
Section 3: | BCBCBCBC 
Section 4: © CDDDXXXC 


SUPER MODE 

Section3: BBCXBCBB 
Section4: | BBDFGDFG 
Section 5: | DFDFDXTF 
Section6: BCDFXXBT 
Section7: BBZXTZZZ 
Section 8: YYDYCCDC 
Section9: BXTBCDDB 
Section 10: WWTTNWWZ 
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Section 11: CZCTCZCZ 
Section 12: BBBZTZDD 
Section 13: CXTXCRCR 
Section 14: CDCDXXCD 
Section 15: BZBDBXBZ 
Section 16: H PPYJ Y 


Cal Ripken Jr. Baseball" 

Cal, Meet Cal. Here's one way to even out the teams; 
use this code for an entire team of Cal Ripkens. Start by 
selecting a team and then press L, R and Start at the same 
time. 

Brave New World. Guide Atlanta to the champ- 
ionships: 

Atlanta vs. Baltimore: 

RGGJKJBDSPKDGGGFFRC 


Atlanta vs. Chicago 
RHHJKJBDSPKDGGGFFRC 


Atlanta vs. Atlanta 
RCCJKJBDSPKDGGGFFRC 


Atlanta vs. San Francisco 
RFFJKJBDSPKDGGGFFRC 


Boston vs. Atlanta 
SLCJKJBDSPLDGGGFFRC 


Atlanta vs. Oakland 
VNDJKJBDSPLDGGGFFRC 


Atlanta vs. Minnesota 
WPDJKJBDSPLDGGGFFRC 


Atlanta vs. Los Angeles 
XQDJKJBDSPLDGGGFFRC 
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Rival Turf™ 

Where Nobody Knows Your Name. Here’s your 
chance to change the names for all of the characters in the 
game—friend and foe included. Play through the game well 
enough to earn one of the high scores and when you get to 
the High Score screen enter the following as your name: 

CHRCONF 

After you do that a secret character configuration screen 
will appear and you can alter the names. Let’s see: you can 
make your best friend the hero, your worst enemy the bad 
guy, your teacher the fat slob, your dad the champ . . . you 
get the idea. 

A Tricky Trick. The careful and skillful player can use 
this hint to warp from near the beginning of Level 4 to the 
end of that level and the showdown with the boss. 

First of all, you must get to Level 4 and arrive at the 
warp with at least 30 defeated enemies; your score is 
indicated at the top of the screen. In the fourth level be on 
the lookout for a set of door; press Up at the first door to 
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enter and warp. 

Note that if you have lost all of your lives and continued 
the game, the count of defeated enemies is reset to zero and 
the trick will not work until there are 30 indicated again. 


The Rocketeer™ 

Blast Off. Select your favorite (or least favorite) 
challenge with this secret stage select screen. From the title 
screen, press the following: L, R, L, R and Down. You'll 
hear a “clang” to let you know the trick has worked. Next, 
choose the number of players and you will move on to a 
hidden Select Starting Round screen. 


Saber™ 

Dead End Kids. When you come to a spot where you 
seemingly can't go any farther, try pressing the Down 
arrow and the B button. You just might get past. 

Tire Kicking. Knock down the airplane ghoul by 
kicking at the parts in this order: body, back wing, nose and 
finally the cockpit. 

Dino Dumping. Jump on the big guys, holding the 
Down arrow. Let your powered-up leg give them a kick; 
save your Saber for other challenges. 


SimEarth™ 

' . Pick Your Scenario. The standard route to success in 
this game—and a difficult one at that—is to complete each 
of the eight scenarios in order. Using this trick permits you 
to choose any one at any time. 

From the title screen, press Start to go to the main menu. 
Select the Scenario command but do not press Start; instead 
press and hold the L and R pads and the Y button and then 
press the A button to display a Stage Select screen. Choose 
the scenario you want to play and then press Start. 
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Skuljagger™ 

Wonder What They Meant By That? What do you 
suppose is the significance of Wits’ real name: R.L. 
Wright? What could that mean? What are those initials? 
RLR? Where have we seen those letters before? 

Okay, for those of you who need it all spelled out: here 
is the way to learn the secrets for each chapter. At the start 
of each level, press the R, L and then R pads to reveal 
clues. 

Secret Passage. Careful explorers will find a secret exit 
from Chapter 1, Part 1. When the game begins, walk all the 
way to the right to the last of the second group of green 
cliffs. Jump onto the rising platform you find there and 
hitch a ride to the next platform. Stay on the second 
platform to the top of the cliff; when you get there, jump to 
the left. Now head left, looking for a box hidden down in a 
hole. Pick up the box to enter the Secret Zone with an exit 
from the chapter. 

Another One! Well, all right. Here are two more secret 
exits. 

To escape quickly from Chapter 2, Part 2, go to the right 
from the start of the level and descend the first ladder and 
then continue to the right again. Climb down the green rope 
and descend to the bottom. Now reverse course and move 
leftward until you find a purple crate. Climb atop the crate 
and jump three times and then press the L pad. Simple, 
right? 

And here’s a map for Chapter 2, Part 3. Head to the 
right, counting chimneys on the buildings as you pass. 
Climb atop the chimney and press Down and then the R 
pad. 


Smart Ball™ 
Home Run. Skip to the upper levels of the game with 
this trick. Watch the title screen and wait for it to ask you to 
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“Push Start Button.” Don’t! Instead, enter the following 
key combination: Up, Up, Down, Down, Left, Right, Left, 
Right, Select and then Start. Use the Right arrow to change 
the starting level from 1-A to as high as 4-A. 

And, here’s an alternate key combination for the same 
trick: Up, Up, Down, Down, Left, Right, Left, Right, B, A, 
Select and then Start. 


Sonic Blast Man™ 

We'll Take It. Can you really want to play this game at 
an even higher level of difficulty? Well, okay: at the title 
screen press and hold the L and R pads at the top of the 
controller and then press Start. If you’ve done it right, 
you'll hear a woman scream. Now move on to the options 
screen and choose Very Hard. 

Okay, You Take Him. Here’s a good move when 
you're fighting in a crowd: pick up a dizzy opponent and 
use an Airplane Throw to launch him into his friends. 


Space Football" 

Push *em Back, Even Harder. If this game is somehow 
not difficult enough for you, here is a trick to shift into a 
super tough mode. At the title screen, press Select to 
display the options menu. Now hold the arrow key in the 
Down/Left direction and press and hold the L and R pads at 
the top of the controller; with the three buttons held down, 
now press Select. 

If you've done it all correctly, your car will change to 
gray. 

Codes, You Want Codes? All you've got to do is ask. 
To display the password screen, press Select at the title screen 
to display the option screen, and then press Select again. 


246860 Stage 2 872669 Stage 18 
402713 Stage 3 349583 Stage 19 
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312171 Stage 4 668227 Stage 20 
346312 Stage 5 175845 Stage21 
373243 Stage 6 121915 Stage 22 
650665 Stage 7 644028 Stage 23 
449357 Stage 8 845684 Stage 24 
736725 Stage 9 377493 Stage 25 
876963 Stage 10 993201 Stage 26 
884887 Stage 11 037362 Stage 27 
497998 Stage 12 725375 Stage 28 
832115 Stage 13 578456 Stage 29 
955306 Stage 14 599544 Stage 30 
274443 Stage 15 802775 Stage 31 
487735 Stage 16 511588 Stage 32 
626631 Stage 17 

Space Megaforce ™ 


Early Warning. Here's one of the stranger hints we've 
ever had the privilege of offering, a sort of radar about 
upcoming dangers that is displayed as part of the score of 
the game. 

Here's how it works: All of the scores in this game are 
awarded in multiples of ten, and so the last digit of the 
Score is always a zero. With this change, though, the last 
digit will vary in the range from 0 (easiest) to 7 (most 
difficult) to indicate upcoming threats. 

To change the scoring method, start at the title screen. 
Move the cursor to point to the Options line. Now press the 
Select button once and then press Select a second time and 
hold down the button. Now press Start to enter the Options 
screen and the trick is done. 

Long Distance Reset. To restart the game you can reset 
the game from your controller by pressing the following 
keys together: L, R, Start and Select. 
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Spanky’s Quest™ 
Thwack your way deep into the game: 
Level 1: 000 Level 4: 116 
Level 2: 732 Level 5: 988 
Level 3: 354 Level 6: 470 
Spindizzy Worlds™ 


Dizzy Debug. Enter as your password: MIMICHAN. 
You will see a hidden Options screen allowing selection 
of level, invincibility and sound test. 


Super Baseball Simulator 1.000™ 

Lay One Down. The computer is not very good at 
defending against a bunt. In fact, you can sometimes bunt 
with batter after batter and reach base. 

If He Frowns, Send Him Back. Check the condition of 
each pitcher before you bring him into the game; if he’s 
smiling, he’s ready to throw. 


Super Bases Loaded™ 


Pointless But Otherwise Useless. At the title screen, 
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press and hold down the L or R pad on the controller and 
then press the Reset slider switch on the Super NES deck. 
When the game restarts, you will be able to control the 
direction of the baseball by pressing one of the arrow keys 
on the controller. There is no other effect on the game. 


Super Battletank: War in the Gulf™ 

If only you could do this on a real battlefield. Here's 
how to suspend time—for your enemies only. Use the 
62mm machine guns and lock a bad guy in your sights. 
When you make a hit and the enemy pulses red, quickly 
press the Start button to pause the game. If you do it just 
right, your shots will continue to fly his way but he will be 
unable to move or shoot back. When you unpause the 
game, he's toast. 

Mind Those Mines. We hope we don't have to tell you 
not to drive into mine fields. But did you know that you can 
destroy most fields with machine gun fire—blow up the 
mines before you drive among them. 


Super Bowling?" 

Perfect Cheat. What a thrill for those of us who dream 
of breaking 100; here's a way to roll a perfect 300-point 
game. 

Select:a right-handed bowler and a 16-pound ball, and 
choose a non-oiled lane. Wait for the bowler to appear on 
Screen, and then tap the R pad twice to move the aiming 
arrow two spaces in that direction. Then tap the Right 
arrow once to move the bowler one space in that direction. 

When the hook.meter appears, choose the maximum 
hook to the far left. When the power meter is displayed, 
stop the meter near the orange power bars. 

If you've done this correctly, you will roll a strike. Do it 
again and again and again to rack up a perfect game. 
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Super Buster Bros.™ 

Open the door to level select with this sequence that 
begins at the title screen. Press Start to go to the Select 
Game screen. Now press L, R, R, L, Up, Down. A number 
will appear in the middle of the screen; use the arrow keys 
to adjust the level and then press Start to begin the game. 


Super Conflict™ 

No Conflict Here. You will stand a better chance if you 
can hobble the computer a bit; here’s a two-controller trick 
to do just that. 

Any time you are fighting the computer, repeatedly 
press the B button on Controller 2 to change the machine’s 
weapon. It might be easier if you have a turbofire device 
for Controller 2. 

Live to Fight Another Day. With the game underway, 
press Start to display the menu and select the Preferences 
option. Press the A Button, set the Combat Mode to Long 
and return to the game. Now, when you are under attack by 
an enemy, pump the R Pad as fast as you can to retreat. Do 
it properly and you will avoid most damage. 


Super Earth Defense Force™ 

Live Forever. Begin the game and then pause the 
action. Now enter the following: A, B, X, Y, Right, Left, 
Up, Down, Left and Right. 

Stormy weather. Here’s a strange hint that seems to 
have no effect on the game other than the introduction of a 
set of storm clouds to the title screen and introductory 
scenes. 

When the space ships start flying through the E.D.F. 
letters on screen, press and hold Start and Up on Controller 
2. Then press Reset on the Control Deck to reload the 
game. 

The Homing and S-Laser weapons are best used against 
groups of oncoming enemies. 
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Super Off-Road™ 

Drive, He Said. Live forever, or at least continue for as 
long as you want, with this special trick. You’ll need to 
plug in both controllers. Select a two-player game, and 
choose the red truck as your own; leave the blue truck at 
the starting line. At the end of the race, you will finish third 
or better and be ready to go on to the next event. 


Super James Pond™ 

Beating a Quick Retreat. The skip over the first stage, 
fight the impulse to head to the right when the game begins 
and go left. You’ll come to a barber pole exit. 


Superscope 6™ 

Aw, Shoot. Here are the instructions to pick up a 
100,000 point bonus. In the Blastris mode, choose the Mole 
Patrol game and set the difficulty level to MED. You will 
begin in Level 10; your goal is to work your way up to 
Level 12 with a perfect score. If you can do that, keep your 
eyes open for a small flying mole with a yellow cape. Shoot 
him down for a cool hundred grand. 


Super Soccer ™ 

What a kick! Here’s a code to skip to the final match, 
played against Argentina 

Up, Down/Left, Right, Right, Right, Up/Right, Down 
and Up, 

Wait a moment for the ref to do his thing and then 
you’re on your own. 

Expert Mode. Want to play the game on a new, more 
difficult level? Select the Super Soccer Tournament and 
then enter the following key combination: 

Up/R2/Left and finally Up/Left. 

Who’s Responsible for This? To take a peek at the 
ending credits for the game, select Super Soccer 
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Tournament and then enter the following key combination: 

Up, Up, Up/Right, Down, Right, Down/Right, Up/Left 
and finally Down/Left. 

Head-to-head. Here’s a two-controller code for this 
game that will allow you to put the Nintendo team up 
against any of the others. From the Team Select screen, 
press and hold the Start button on Controller 2 and then 
press the B button on the same controller. This will assign 
the Nintendo team to Player 2. Now, Player One can 
challenge with any other team. 

Team-to-team. You can also use the same trick to set 
up a practice session between two teams from the same 
country. Move the indicator for Player 2 to the team you 
want, and then press and hold the Start button on Controller 
2 and then press the B button on the same controller. Then 
move Player 1’s cursor so it overlaps the same selection 
and press Y on Controller 2. Press the B button on both 
controllers to begin play. 

And, here are some keypad codes for the German team; 
enter them at the title screen: 

Against U.S.A: Up, Left, Down, Down, Up/Right, Left, 

Up and Down. 

Against Italy: Right, Up/Right, Left, Down, Right, 

Down/Right, Down and Up. 

Against Nintendo team: Right, Up/Right, Up, Left, 

Up/Right, Down/Right, Up and Down/Left. 

Secret Soccer. For a real kick, play these secret games. 
Start with a final against Argentina: Up, Down/Left, 
Right, Right, Right, Up/Right, Down and Up. Your 
assignment is to defeat Argentina; sit still and watch the 
referee come out and steal the trophy. The next match will 
be a hidden game against the computer. 
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Super Soccer Champ ™ 

Best on the Block. Here’s the code to hiring the best 
kickers on the block for this Taito game. From the title 
screen, press: Up, X, Left, Y, Right, A, Down, B, Left, Up, 
Right, Down, Select and Start. 


Super Star Wars™ 

Squash Them Bugs. In Stage One, concentrate 
immediately on all of the scorpions in the first screen— 
destroy them all for a quick powewr-up for your blaster. 

Luigi, Too. Don’t bother shooting the gun turrets at the 
top of the Sandcrawler; make like Mario and run and jump 
over them. 

Who Should We Say is Calling? If you want to 
immediately be Han Solo or Chewbacca, enter the 
following at the LucasArts title screen: Y, X, X, X, A, A, 
A, B, B, B, Y and Y. 

Debug Your Way to Customization. You’ll need both 
controllers plugged into your Super NES to display the 
hidden debug screen that permits selection of a starting 
stage, altering characters or weapons and increasing 
available lives and health. 

At the title screen, move the cursor to Option Menu and 
press the following key combination: A, A, A, A, X, B, B, 
B, B, Y, X, X, X, X, A, Y, Y, Y, Y and B. If you've done it 
right, you'll here the the Jawa yowl. When you press Start 
on Controller 1, you will be able to choose from among 
three characters: Luke Skywalker, Han Solo, or 
Chewbacca. 

Now proceed to play the game, and anytime you want to 
call forth the Game Debug Menu just press the L and R 
pads at the top of Controller 2. Press Start on Controller 
One to return to the game. 

Debug Your Way.to the Next Level. Once you have 
enable the Debug feature, any time you are unable—or 
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unwilling—to finish a level, simply press Start on 
Controller 2 and you will automatically zoom to the end of 
the current stage. 

Debug Your Way to Invincibility. This trick assumes 
you have already enable the Game Debug Menu as 
described earlier. Now with that menu displayed, press and 
hold the following buttons on Controller 2: A, B, X, Y, 
Select and Start. With the buttons still depressed, press and 
hold down Start on Controller 1. 

If you've done it correctly, the screen will go blank. 
Now release the buttons. When you resume play, your 
character's location on the screen will be displayed (in X 
and Y Cartesian Coordinates) at all times. Much more 
importantly, you will be invincible to most dangers, and 
will also be able to walk through walls. If you press Down 
and B at the same time, you will be able to drop through 
floors as well. 

98 Star Warring Lives. Rack up the lives in Level 5, 
the Land of the Sandpeople. Just before you come to the 
second set of floating rocks, walk off the ledge. Press the 
Left arrow as you fall and you will find yourself in a hidden 
room full of boulders. Shoot the ceiling to reveal a secret 
cache of 1-Ups. Collect as many as you can and then walk 
off the ledge and press the Left arrow again to repeat the 
process until you have gathered the maximum of 98 lives. 

Secret Code and Sound Screen. Here's a somewhat 
complex entry to a hidden sound test and code selection 
screen. 

Begin the game and proceed into the first level. Then 
press and hold Y, B, X and A at the same time; keep your 
fingers on the buttons and then press Start. If you've done it 
right, you'll see a sound test screen; make any alterations to 
the audio you want and then return the game by pressing 
Start again. 

Now, press the same set of keys to go back to the sound 
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test. This time you should see a slightly different screen, 
this one displaying a secret code at the top. Write down the 
codes and then turn off the SNES and turn it back on before 
you enter them; the trick will not work if you use the Reset 
button. Or, return to the game and then call up the Sound 
Test screen again and again in search of more codes. 

Enter the codes using the buttons on your controller 
when the Option Menu screen appears. The codes tell you 
which buttons to press one after another; if you do them 
right, you'll hear a special sound. 

Here are two codes: 

Light Saber: YYXXABXA 
5 Continues: XBBAY 

Caped Crusaders. The creeps with capes are among the 
most dangerous enemies in the game; if they start to spin 
they are invincible, so go for them while they are still or 
use the Super Jump to get past them and wait to take them 
on when they stop. 

Who Did This, Anyway? At the LucasArts title screen, 
enter the following to see the names of the programmers 
behind the screens: A, B, A, B, A, B, A and finally B. 


Super Strike Eagle™ 

Fighting by the Numbers. To jump to any of the 
missions of the game, press Select from the title screen to 
display the password menu. 

Libya Day 066F87FH 

Libya Night 062H869D 

Gulf War Day CGGG4724 

Gulf War Night | 90B68G8C 

Korea Day 057F4902 

Korea Night HF3H09H8 


Super Tennis™ 
When All Else Fails. There are, apparently, two ways to 
win at this game of Tennis: You can prevail on the basis of 
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your superior athletic (and Nintendo) ability, or you can 
cheat. Here’s how to cheat: Start by plugging in a pair of 
controllers. 

While you’re playing a match, press the Select button to 
bring up the Score and Statistics screen. Now move to 
Controller 2 and press the R pad twice, then Left arrow, 
Down, B, A, L pad and L pad. If you’ve done it properly, 
you will hear applause. 

Now press the A or B button on Controller 1. You'll see 
a display of letters and numbers. Look first at the single 
digit that appears at the top of the block of numbers. The 
translation is as follows: 

0-Playerl 2- Player 1’s partner in doubles. 

1=Player2 3 = Player 2's partner in doubles. 

You can change the player by pressing the A button. 

Below you will see a display of four rows of eight letters 
and numbers, ranging from 0 to 9 and A to F. (Think of the 
range as one continuous array, running from a low of 0 to a 
high of F.) The top row is the indication of the player's 
strength and speed. The second and third rows relate to the 
intelligence of any computer-controlled players; the fourth 
row controls unimportant characteristics. 

Use the arrow keys to highlight the character you want 
to alter and press the X button to change. The highest score 
would be all Fs. Press the Select button to return to the 
game. 

Honestly. Now, here's an easier and more automatic 
way to make the change to a super player. Go to the Player 
Select screen and highlight the name of the player you want 
to use. Then, go to Controller 2 and press the L pad five 
times, the X button once, the R pad seven times and the X 
button one more time. Return to the game and clean up the 
courts! 

For those of you who want everything served on a plate, 
here are a few exact codes to try. This first one will bring 
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you to the secret Exhibition Tournament, which is usually 
unavailable until you have won every tournament and have 
finished in top place among all of the players in the world: 

PC2GNYB Q14065C 

TLWJPC2 GNYBQ14 

6PDJSTK 8XD3HRF 

065QJNM FTW 

Here is the code to a battle against one of the most 
difficult opponents, Don, who lives on a hidden island: 

K8XD3HR FTLWJPC 

2GNYBQ1 4065C6P 

DJSTK8X D3HRFTL 

WJPPDLW 1RK 

Super Valis IV™ 

Validate Yourself. Here’s the secret to a hidden stage 
selection screen: from the title screen, enter the following 
sequence of commands: Up, Down, Left, Right, Up, Down, 
Left, Right, Up, Down, Left, Right, Select, Select, Y, B, 
Start. 


Tecmo Super NBA Basketball™ 

Is This How Jordan Rules? Wanna find a way to ease 
up a bit on the courts—or make it even tougher? There’s a 
hidden difficulty selection screen for pre-season games. To 
display the menu, select a pre-season match and before you 
choose a mode of play, move the arrow to the Control 
option. Press the A button and there it is! 


The Duel: Test Drive II™ 

Last Chance Garage. There’s a hidden Customize Car 
screen within the game that allows you to create your own 
vehicle. To get to the screen, you’ll need to have two 
controllers plugged into the Super NES. 

While the Driving screen is displayed, press the L and R 
pads at the same time on Controller 2 and release them at 
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the same time. Use the up and down arrows to move from 
option to option, and the Left and Right arrows to scroll 
through available settings for each option. 

Auto-Shift. Turns automatic transmission on or off. 

Car height. Adjusts the suspension. 

Drag coefficient. A determination of the wind 
resistance of the vehicle; the higher the number the lower 
the resistance and the potentially faster the car can go. 

Brake coefficient. The higher the number, the faster the 
vehicle will stop. 

Acceleration coefficient. The higher the number, the 
quicker the vehicle will accelerate from 0 to 60 mph. 

Maximum G-force: The higher the number, the better 
traction for your tires. This affects your ability to take turns 
at high speed. 

Scrub rate. The higher the number, the more lateral 
(sideways) movement your car will have while skidding 
and the more speed your vehicle will lose. 


Thunder Spirits™ 

99 Continues on the Wall. Here’s a relatively easy but 
somewhat annoying way to earn as many as 99 continues. 

From the title screen, press the B Button rapidly while 
the words “Push Start" appear on the screen. You'll hear a 
special tone each time you register a freebie. Don't start the 
game, and just wait for the title screen and the message to 
appear again and press B again as quickly as you can. 

You can make it a bit easier by using a controller with a 
turbo setting; just lean on the B Button. 

The tricky part is this: the maximum number of 
continues you can hold in reserve is 99, and if you go over 
that amount, the system will reset back to 0. Somehow, 
with everything else going on, you've got to count the 
number of special tones you hear and stop short of 100. 


Top Gear™ 
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Upshift. Pick your racing level and the site of your next 
competition with these codes: 


AMATEUR 
South America 
Japan 
Germany 
Scandinavia 


PROFESSIONAL 


South America 
Japan 
Germany 
Scandinavia 
France 

Italy 

U.K. 


MOONBATH 
GEAR BOX 
CAR PARK 
ROAD HOG 
EMULATOR 
ANALYSER 
HORIZONS 


FOUR MEG 
LEGEND 
THEWORLD 
LETSRACE 
ALCHEMY 
A LOOPER 
SEASONAL 
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CHAMPIONSHIP 

South America EDUCATED 
Japan OILCLOTH 
Germany WRECKAGE 
Scandinavia CARACOLE 
France EPYLLION 
Italy GLUCAGON 
UK. KEELSON 
U.N. Squadron® 


Are You Game? Here’s the key to a secret, super mode 
called Gamer Level. You’ll need to have two controllers 
plugged in. Go to the option screen at the start of the game 
and highlight the Game Level indicator. Now press and 
hold A and X on Controller 2 and then tap the Right arrow 
on Controller 1 until the game level changes to Gamer. Exit 
the selection screen for a super-tough battle. 

We Got Ourselves a Convoy. Keep an eye out for 
convoys of supply trucks on the ground. Destroy them to 
pick up an easy $20,000 for your next shopping trip. 


Wayne’s World™ 

Which World, Wayne? Press Start and wait until 
Wayne and Garth imitate the act of singing. While they 
make noise, press the X, L and R buttons at the same time 
and then release them; now press Up, Y and B at the same 
time and then release. Use the Select Button to cycle 
through the level numbers at the bottom of the screen. 


Wings 2: Aces High ™ 

Hi-Tech, Wrong Plane. Here's a trick that creates an 
historical anomaly: an old biplane with a modern radar 
screen. But, hey's all's fair in Nintendo and war, right? 
When the title scene is displayed, press and hold the L and 
R pads and the Up arrow, and then press Start. 
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Darn you, Baron! Here are some codes. 


Stage 5 BV!wv!HLPQCMP 
Stage 7 Bt!jGX!dGLZST 
Stage 9 CG!YPDMAIV!GI! 
Stage 11 Y7zzGW7R6xmB!2 
Stage 13 G'!dPNGIBQFD6 
Stage 15 NHQCKwbIHXQ 
Stage 17 d8!zhF'GNLM2g 
Stage 19 W7!JBWCMGr!MI 


Final Stage BBHnwLLICB!r 


More codes, you say? Glad to oblige. 
Bombing run FGXHMBQ!nG!xF 


Strafe r5xKNJH2pg!3 
Dogfight HMdMj6C!brG!v! 
Bombingrun — T'BRLQ!wCTIBF! 
Dogfight jX2TBGnkGC!w 
Strafe sZG70wW6HBF 
Dogfight !4!FIGCWPQK8Y 


Bombing run hVY09Gs4BG!Z 


i+ 


sae tear ene iim 
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Dogfight 7YW2yn!R7Hzh 
Strafe LHxPFCb!4!!!BsG! 
Dogfight S!!dNpG9BwH96 
Bombingrun 6m!CQG!INCGGL8 
Dogfight DvkbP4T!dXwB 
Strafe B!HdPBB!gQLTB! 
Dogfight zq5gPNL8Hq!B 
Dogfight tc!LIKGsKQFXj 


Bombing run —7dxl2G8MwR!Z 


Marty White. Why bother fighting at all? To start the 
game with a fully powered Marcel LeBlanc, select 
“CONTINUE GAME” from the title screen and then don’t 
enter any password. Simply select “END”. 


5. 


Kick-and-Punch 
Classic Mini Hints 


Final Fight? 

Eat Here, Get Strength. If you have the chance, wait to 
pick up food items—especially the high-calorie stuff 
(Pizza, Hamburger, Curry or Barbecue)—until your 
strength meter is almost fully depleted. This way you will 
not waste any of the energy when it is restored. 
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Pick Your Fights. Don’t stand still and try to duke it 
out against the bosses; instead use an attack-and-retreat 
strategy, picking your best moments and locations. 
Different kinds of punches and kicks have different effects; 
experiment to find the best combinations. 

Consider the Super Moves (Y and B buttons together) a 
last resort attack, since they use up some of your strength. 

Final Options. At the title screen, press and hold the L 
and R pads and then press Start to bring up a hidden option 
screen. Among the choices are difficulty (from a low of 0 
to a high of 6) for each of two players; the number of extra 
players (from 0 to 9) and sound and music tests. Included in 
the option screen are some of the remnants of the two- 
player arcade game, but they are not active. 


Ultraman: Towards the Future™ 

Ultra Run. In many of the stages you can avoid the 
assaults of a monster by continually running from left to 
right and vaulting over the monster each time you meet 
him; stop and shoot when your weapon gauge is fully 
charged. A similar strategy is to stand in one place and use 
the high-jump (the X button and the Up arrow) to stay in 
the air over the creature. 

The key to defeating a creature is to get his life power 
down as low as you can and then keep it low while you 
wait for your weapon power gauge to fully charge. Get in a 
few kicks and punches and then let loose with the SP beam 
when the monster’s FINISH indicator is on. 

Ultra Options. To get to a hidden option screen, press 
Select and Start from the title screen. You can change 
difficulty, music and sound and select a Test Fight option 
to rebattle any of the monsters you have already 
vanquished. 
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WWF® Super Wrestle Mania™ 

Who’s Got the Button? The button assignments differ, 
depending on whether both wrestlers are standing, one 
opponent is down, your wrestler is locked up, the action has 
moved out of the ring—there are so many different moves 
that the manual becomes all but useless. You've got to play 
this game enough times to command the moves without 
thinking. 

Dee-Fense. If your Energy Meter is very low, wrestle 
defensively. In a tag match, now is the time to make a 
switch. String together a series of moves to keep your 
opponent off guard. If the other wrestler is always on the 
defensive, he's not likely to knock you down and he'll use 
up his energy. 

But That's Cheating! Here's a way to apply a bit of 
magic to your pins. Fight your opponent to where he has 
half of his energy left or less. Get him down on the mat and 
then press the X button to pin him and immediately press 
and hold the Up arrow and the Y button. The ref will come 
in for the count and your opponent will not rise off the mat. 
This trick will not work in Tag Team or Survivor modes. 


aa) 
EARTHQUAKE 


Classic Quest 
Game Mini Hints 


ActRaiser™ 

Where’d I Put That Book? One of the keys to success 
in this complex RPG is to locate the Scrolls of Life, each of 
which is worth an extra player. Here are the locations of a 
few: 

Bloodpool. Change the color of the lake back to blue, 
and then make it rain on the lake. 

Kasandora. Uncover the pyramid and let loose an 
earthquake. 

Fillmore. Go deep-sea fishing. 

Northwall. Direct a bolt of lightning at the tree with 
initials carved into its trunk. 

Under Construction. When you are in the Simulation 
mode, don't be in such a rush to leave the land even if all of 
the monsters and the mini-boss at the end of the stage have 
been cleared. Stick around and build roads everywhere you 
can, and work to upgrade all of your houses to Level 3 
while you can do so in peace. 

Destroy any rocks you can with your lightning bolts— 
they may reveal something of value. So, too, can 
earthquakes turn up things of interest. 
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Use the skull to destroy a lair you cannot otherwise 
reach. 

Be Good. Any chance you receive to raise the level of 
your population will pay off in increased fighting ability, 
improved quality of life and Spell Points. 

Listen to the People You Meet. Use the hints they 
provide; go back and talk to them again if necessary. 

Who’s Bad? There’s a secret Pro mode within the game 
for super players. The bad guys are badder than ever, and 
you will not be able to use magic. To get there, press Select 
twice at the end of a game you have completed. The new 
menu will include a listing called Professional! Select it if 
you dare. 

Who’s Pro? Another route to a series of challenges in 
only the action scenes comes after you have completed the 
game. Go to the title screen and press Down until you enter 
the hidden “Professional” mode. 


Arcana™ 
Front Line. In general, keep the stronger fighters in the 
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front, and keep spirits in the back, from where they can lob 
their spells in safety. 

Spare Change. You can redistribute armor, shields and 
weapons among members of your party to more evenly 
balance the team, or to create a super-fighter. Select 
Separate from the menu and then select the picture of the 
character who has an excess item. Press the A button and 
then move the red cursor to the item to be moved and press 
the A button again. Next, select the picture of the party 
member who will receive the item and press the A button 
one more time. 

Unneeded equipment can be discarded, or better yet, 
sold in the village for cash or other items. 

Arcane Chapters. Bring up a hidden chapter selection 
screen by entering the following from the title screen: 
Down, Select, Select, X, Y, Select, L Pad, R Pad, Select, 
Select, Left, Right and Up. Then press one of the 
following keys: 

Stage2 A Stage4 X 

Stage 3 B Stage5 Y 


Weicome. 
What can f do for you? 
^Aroon Save 
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Sounds Good. There’s also a secret sound room. From 
the title screen, press and hold the L and R pads and the B 
button and then press Start. 


Drakkhen™ 

Look Before You Leap. Explore each and every castle, 
and look for clues, weapons and items of clothing. Upgrade 
your clothing to gain the best protection point combination. 

Map Before You Move. Map the castles, including the 
location of items you have uncovered. You may also want 
to attempt a map of the island, although creating such a 
document may prove extremely complex. If you become 
completely lost, you can always resort to drawing your own 
compass in the sand: The sun rises in the east and sets in 
the west, remember? 

Talk to the people and Creatures. Not all of the people 
are your enemy; some are friendly and others may even 
have some clues and hints for you. Therefore, take care not 
to have the Fight icon on if you approach someone whose 
disposition is unknown. If someone or something attacks 
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you, that’s a pretty good indication that he doesn’t want to 
stand around and chat. 

Save for a Rainy Day. Use the computer disk icon to 
store a copy of the game in progress; this can be done only 
when your characters are not within a castle. One strategy 
calls for saving your place in the game before you 
undertake any particularly dangerous challenge; if you 
suffer a major loss, you can try again before the danger. 
Try not saving the game after a loss or a mistake, or you 
will forever have to live with that error. 


Final Fantasy |I™ 

Copy Cat. Here’s a sophisticated trick that lets you 
make a backup copy of any weapon in the hands of a 
member of your party; you can sell the extra weapons for 
cash. When it is the turn of one your characters to fight, 
select the Item option. Highlight any blank spot on your 
Items list and press the A Button, then select the weapon in 
the hands of the character and finally press the A Button 
again. Press the B Button to return to the battle, but don’t 


FlootEye 2 ]] Kain 1867 190 
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engage. Now go to the Equip option and equip the same 
weapon that you dropped. 

Save Early and Often. Save your game position 
regularly; this will allow you to resume play at an earlier 
point if you lose your last life. This is the single most 
important hint for this long and complex game. 

Pick Your Fight. In a battle, concentrate your attacks 
on enemies in the front row; striking at a bad guy in the 
back row will result in a weaker assault. 

Enemies will not always attack from the front; if your 
party is assaulted from the rear, you may want to execute a 
Change command to bring your stronger fighters to the rear 
temporarily. 

Dead Again. All the monsters you meet on Mt. Ordeals 
are undead, and rather tough to kill again. They are 
susceptible to Black Magic of Fire or White Magic of Cure, 
or to items with the same effect. Keep your MPs high. 


Wanderers from Ys (Ys Ill)™ 

Life Ever After. Begin the game and then press Reset. 
When the copyright screen (™ &© 1991 American Sammy) 
is fully displayed, use Controller 2 to quickly press Up, 
Down, Up, Down, Select and Start. Change over to 
Controller 1 and begin the game. Press Select to show the 
Character Display screen and choose Status. Now, back to 
Controller 2 and press Select. If you've done it right, the 
word Debug will appear next to the word Status. If you 
press Select a second time, you will turn off the 
Invincibility mode. The trick to making this code to work is 
to enter the first set of codes after the copyright screen is 
fully displayed and before it begins to fade out again. 

Sounds Good. During the game, press Select on 
Controller 1 to bring up the Character Display screen. Then 
press Select or Start on Controller 2 for a special music 
screen. 


L| 7 | 
Classic Space 
Mini Hints 


Darius Twin™ 

Easy Glide. You won’t see much action, but you can 
coast through the first stage without any risk of being hit if 
you park yourself way up top of the screen, above the last 
three digits of the score. 

Interesting Yet Pointless. Here’s an interesting way to 
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alter the game which will have no known effect on play. If 
you can play the game well enough to score at least 
100,000 points—a point usually reached in the third 
level—use as your initials ZTT. The next time you play the 
game, the introductory demonstration will be displayed 
without any enemies. That’s all; nothing else is changed 
that we know of. 

Half Century. You just might be able to finish this 
game if you were to start out with 49 extra ships. Here’s 
how: Plug controllers into both ports and turn on the game. 
Go to the Option screen and there hold the L and R pads on 
Controller 2 and then press Select and Start on Controller 1. 
This will give 49 extra lives to one or two players. 


Gradius Ill — The Outbreak™ 

Button-Up. The first thing we did when we began play 
(other than to set the Level at Easy) was to change the 
button assignments for Shot and Missile. The standard 
assignment puts both Shot and Missile on the B button and 
Power-Up on A. If you want to continue with a manual 
Power-Up, you might want to assign shot to A, missile to B 
and Power-Up to X. 

Another interesting key assignment would be to use the 
R pad for missiles and the L pad for shots, or the other way 
around. 

Sneak Thief. Be on the lookout for creatures that may 
steal your Options weapon away. You can regain a stolen 
unit by boosting your Weapon Status Gauge to Option 
again and engaging the item. 

Bonus bonus. The entrance to the bonus area of Stage 2 
can be found below the floor. Look for a hole in the water 
and dive into it. You’ll enter a world full of pink spheres; 
clear as many as you need to uncover bonuses. 

In order to enter the bonus area of Stage 3, you must 
first destroy all of the guns on the ground. Then hug the top 
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of the red cave to find the hidden doorway. 

In Stage 4 you will come to a series of Moai statues 
tilted on their backs. Make sure that none of your Power- 
Ups lamps at the bottom of the screen are lit and then fly 
right into the Moai leaning on his back toward the direction 
of your forward motion. 

Weapon weapon. Several weapons can be used at once, 
except that the Laser and Double weapons cannot be active 
at the same time. In addition, the Laser, Double, ? and ! 
items can only be activated once before they are lost. The 
Option weapon can be activated as many as four times. 

Which Way is the Wind Blowing? If you are at the top 
half of the screen, Hawk Wind missiles will zoom upward; 
if you are at the bottom portion of the screen, the missiles 
will head downward. 

Thirty is Better Than Three. To start a game with 30 
lives, press and hold Left during the title screen and press 
the A button three times. You can do this each time you use 
up a credit. 
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More Power is Better than Less. Here’s the key to 
powering up with all your weapons. Put the game into 
pause and press the following buttons: Up, Up, Down, 
Down, Left, Right, Left, Right, B and A. Then go back into 
the game. 

You can also pick up full power, with some additional 
special effects, by using the L and R pads instead of the 
Left and Right arrows in the above code, as in: Up, Up, 
Down, Down, L, R, L, R, B and A. 

More Lives are Better (You Get the Idea). To increase 
the number of available credits, press the X button as 
rapidly as you can during the title screen. 

The Randomness Theory. Here’s a code for the 
adventurous that will instruct the computer randomly select 
your weapons. Select the Game Mode and then press Start 
to go to the Weapon Select screen. Press the Right arrow to 
enter the Edit Mode. Then enter the following command 
sequence: X, Y, X, X, Y, Y, X and Y and the computer will 
select your weapons. 
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This trick’s a real bomb. Many Konami games share a 
common secret code from the title screen: Up, Up, Down, 
Left, Right, Left, Right, B and A. But the jokers who 
programmed this game put a special surprise in Gradius III 
for those who try the code. 

Quarters Optional. Here’s the secret to a hidden and 
more difficult Arcade mode. Go to the Options menu and 
highlight Difficulty. Then press the A button as quickly as 
you can, again and again until the arcade game opens its 
door. Press Start twice to begin the game. You can play the 
more difficult level on either the one-or two-player games. 

Show Us What You've Got. Here's the key to making 
the Demo Mode that plays at the start of the game last 
longer and show you more of the game. At the Title Screen 
press and hold the A Button, and the game will run through 
the introduction and the entire first stage of the Arcade 
Mode up to the Boss. 


Hyper Zone™ 

Crash Dance. If your energy level is low and you see a 
Power Zone ahead, it may make sense to collide into and 
destroy a powerful enemy if you can then quickly land in a 
Power Zone. 

Off-Track. There may be times when you want to 
purposefully go off the track to avoid a difficult enemy, but 
don’t stay in the dangerous radiation area too long. 

Sounds Good. For a hidden sound test, press and hold 
the L and R pads at the top of the controller during the title 
screen and then press Start. Select music or sound effects 
by pressing L or R again and then the A button. Press the X 
button to fade out the sound. 


Super R-Type™ 
Howdy, Podner. Separate your Force pod and let it 
travel on ahead of your R-9 in some of the most difficult 
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areas of the game. Reunite and place the Force in front of 
the R-9 for up-close battles where the indestructible pod 
can serve as a shield. 

Earn and Learn. The Novice level of the game is 
ultimately very boring—you've got to work pretty hard to 
lose a life—but it is a very good way to get to know the 
game. Move your way up through the difficulty levels after 
you feel comfortable with the controls and tactics. 

Select-a-Type. Here are the quick keys to Stage Select. 
From the second title screen (after you have chosen a 
difficulty level), press and hold R and A, and then press Up 
nine times. Listen for the special tone. Now begin the game 
and then press the Start button to pause the action. Next, 
press the R, A and Select buttons at the same time. You'll 
see a number in the bottom left corner of the screen; use the 
Up or Down arrows to change the number. 01 through 07 
are the first seven levels; 11 through 17 are more difficult 
versions of the same levels. If you were already in the Hard 
mode, choosing 11 through 17 will put you into the almost- 
impossible Pro mode. 

More Power to You. Gain any instant Power-Up with 
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this two-part hint. First you need to turn on the zoom 
feature: from the second title screen (with the mode select), 
press Down, R, Right, Down, Right, Right, Down, Right, 
Down and Down. Listen for the special tone. Then proceed 
to play the game and press Start to pause the action. Now 
press R, Right, Down, Y, Down, Right, Down, Left, Right, 
Down, Right and Right. Finally, select an Initial Attack and 
a Missiles and Bombs choice from the following table: 


Initial Attack Missiles and Bombs 
A Sky Attack Laser A Homing Missile 
B Ground Attack Laser X Spread Bomb 

X Reflect Laser 

Y Spread Laser 

R Shot Gun Bomb 


You can issue the second part of the code again and 
again by pausing the game again. 

Sounds Good. And there’s more: a secret way to play 
with the sounds of this game. From the options screen, go 
to the music test and select a tune. As you play it, press the 
Right arrow to fade the music out. Each time you hit the 
button, the fade will work faster. 


Xardion™ 

Another Way. If you cannot get past a particular 
challenger (not the boss), stick around and battle all of the 
lesser enemies you meet. You will continue to earn points 
and eventually you will be promoted to the next level of 
power. 

Up Shot. A very important tactic involves learning to 
shoot up through ceilings or across walls to destroy 
enemies before you come face-to-face with them. 

Missile Alert. When you spot a missile on screen, you 
have only one priority: to destroy it. Missiles move faster 
and with better direction than most other enemies. In early 
stages, the missiles tend to come in low and hard. Squat 
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down and shoot straight. 

Arms for the Man and Woman. Arms makes its 
reappearance at the end of the first level and the stage is set 
for a showdown. You can choose one of the three different 
platforms or hide down in the lower left corner—in any 
case, your shots will only count if you can land them on 
Arms’ eye, which will only be exposed when the claws are 
open. 

Nice Doggy. Panthera turns into a whirling circle of 
energy when he leaps into the air. He also can squat down 
lower and get into tighter places than either of the other two 
robots. Use him to explore tunnels and crawlways, like the 
one midway through the second level. He’s not a very good 
fighter, though. Be sure to switch back to Alcedes or Triton 
once the robo-dog has played fetch. 


Game Genie™ 
Codes 


Contra Ill 
22BB-AD01 Infinite lives in sideview stages 


22BB-6F0B Use this code with above and below 
codes for infinite lives everywhere 
6DBB-64DN Infinite lives for topview stages 


Dragon's Lair (Data East) 

3C8C-0FA4 Protection from most hazards 
3C62-D70F Infinite lives 

4A84-64D4 Stop timer 

DF88-0F 64 Each coin worth ten 


Magic Sword (Capcom) 
C2BC-D7A5 + C280-D7DD 
No energy loss after collision with enemies 


C2B4-6FD9 No energy loss with use of magic 
The Magical Quest 
C22B-ADAS Infinite lives 


C23D-6FAO Longer invincibility after you're hit 
1B2D-6765 + 4A2D-67A5 Gives you Super Jump 
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NCAA Basketball 

C265-D4D7 No five-second violations in the key 
76BD-0D07 Free throw worth 2 points (Player 1) 
C2B5-DDA9 No shot clock 


On the Ball 

C2AE-DF65 Infinite credits 

DDBB-D404 Stops the timer, except for time lost due 
to hitting a hazard 

BDBC-OF65 Plus-5 bricks are worth nine extra 
seconds 


Paper Boy 2 - Super Paper Boy 
DDBE-6808 Infinite Lives 
DD88-D464 Infinite Papers 
DD67-D4D9 Infinite Time 


Road Runner's Death Valley Rally (Sunsoft) 

C2AC-346F Protection against most hits 

DDB2-4D64 Infinite lives 

DDC6-3D67 Use turbo speed without using birdseed 
supplies 


The Simpsons: Bart’s Nightmare 

89CB-D9B5 Infinite bubbles and seeds 

C2BE-60EA Infinite lives in Bartman and Itchy & 
Scratchy games 

C2C3-6925 + C2C3-61B5 Infinite Zs 


Sonic Blast Man (Taito) 

DDAS-6F60 Infinite lives 

C2C3-0464 Infinite dynamite punches 
C2A9-04AD Protection against some hits 


Space MegaForce 
DD65-AFAB Infinite bombs 
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DD6D-07AC Infinite ships 

CB6A-0D0D + DA6A-0D6D Begin in Area 12 

Spider-Man and the X-Men 

1768-646D Start with 100 lives 

EE68-646D Infinite lives for Spiderman, Gambit, 
Storm and Wolverine 

Street Fighter II 

1C65-DF00 Speed Up 

1DB8-ADF3 Fireballs high off the ground 


10A4-0767 + FOAE-6D04 + 92A6-AF64 Player 2 


4A6C-6D69 
4DC6-6493 
50A5-6767 


competes as a randomly picked boss 
against the computer. Use a player other 
than Ken for best results 

Wall jumping 

Go directly to the Championship Mode 
Automatic repeat of special moves; 
execute once and press the same button 
again to repeatedly execute it 


6D25-A467 + 6F25-A4A7 Players can hit each other from 


6229-A7A7 


anywhere 
Hit your opponent from anywhere on the 
screen 


6DCF-D764 + FFCF-D7A4 Advance to the next level. 


72A6-AF64 
9D23-6D67 
B229-A7A7 
B9A0-AFO4 
DABS-A761 


DDAC-AFD4 
DDB8-ADF3 


(Switch off before the battle with M. 
Bison.) 

Mirror image match 

Makes attacks more powerful 

Hit your opponent by long distance 

Go right to M. Bison 

Perform special moves with simple 
button presses 

As if you needed it: handicap your fighter 
Fireballs low to the ground 
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DDE3-DF01 


DD84-DD01 


D524-07D7 


Fireballs, Sonic Booms and Yoga Fires 
move to the right 

Makes super-charged moves easier to 
execute 

The computer opponent cannot defend 
against low attacks 


DFA0-DDAO  ADAO-DFDO No pause after throwing a 


EO6E-D40D 


EEBS8-A793 


EBB8-A793 


EDB8-A793 


EEB8-A723 


Fireball 

Super Speed. (Turn off switch on Game 
Genie off until the computer says 
“Fight”; turn off switch again when 
round is over. 

Slows down Light Fireballs, Sonic 
Booms and Yoga Fires 

Speeds up Light Fireballs, Sonic Booms 
and Yoga Fires 

Super-speed for Light Fireballs, Sonic 
Booms and Yoga Fires 

Slows down Medium Fireballs, Sonic 
Booms and Yoga Fires 


o 


Game Genie™ Codes 335 


EBB8-A723 Speeds up Medium Fireballs, Sonic 
Booms and Yoga Fires 

EDB8-A723 Super-speed for Medium Fireballs, Sonic 
Booms and Yoga Fires 

EEBA-AD93 Slows down Hard Fireballs, Sonic 
Booms and Yoga Fires 

EBBA-AD93 Speeds up Hard Fireballs, Sonic Booms 
and Yoga Fires 

EDBA-AD93  Super-speed for Hard Fireballs, Sonic 
Booms and Yoga Fires 

DFA9-A467 Removes some simple moves 

DIBE-0DA9 No dizziness 

EEE2-D761 Adjusts the powers of the fireball for Ken 
and Ryu: press jab for slow ball, press 
strong for fast fireball and press fierce 
button for super-speed fireball 

DDB1-D4F3 + EEB1-D7B3 Slows down Light Sumo 
Head Butts and Rolling Attacks 

DBB1-D4F3 + EBB1-D7B3 Speeds up Light Sumo Head 
Butts and Rolling Attacks 

F9B1-D4F3 + EDB1-D7B3 Super-speed for Light Sumo 
Head Butts and Rolling Attacks 

DDB1-D4B3 + EEB5-DDF3 Slows down Medium Sumo 
Head Butts and Rolling Attacks 

DCB1-D4B3 + E5B5-DDF3 Speeds up Medium Sumo 
Head Butts and Rolling Attacks 

F1B1-D4B3 + 33B5-DDF3 Super-speed for Medium 
Sumo Head Butts and Rolling Attacks 

DDB1-D7F3 + EEB5-DDB3 Slows down Hard Sumo 
Head Butts and Rolling Attacks 

D8B1-D7F3 + E9B5-DDB3 Speeds up Hard Sumo Head 
Butts and Rolling Attacks 

F5B1-D7F3 + 32B5-DDB3 Super-speed for Hard Sumo 
Head Butts and Rolling Attacks 

6DA4-6707 Most special moves disabled for player; 
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computer still capable 

CB61-07A4 Invisible Fireballs, Sonic Booms, Yoga 
Fires and Yoga Flames 

C4A4-6767 Execute special moves in mid-air 

1868-0D6C No Fireballs, Sonic Booms or Yoga 
Fires. Yoga Flame is invisible 

9480-AD64 A weird and somewhat unpredictable 
code worth experimenting with; some of 
the sounds and backgrounds will not 
work in their ordinary fashion 


Super Ghouls ‘N Ghosts 
A2C1-AD01 Infinite lives 
A286-0F01 Stop the timer 


Super Mario World 
C222-D4DD Infinite lives 
DD32-6DAD _Invincibility for much of the game 


Super Star Wars 

C232-14D4 + CB6C-3767 Infinite lives 

DDB0-C767 Start with light saber 

553A-1764 Blaster power-ups return after you 
lose a life 


SCOPE OUT ALL THE HOT GAMES! BOOST YOUR 
PLAYING POWER! 


This is the totally revised and updated ‘94 edition to the best 
Nintendo® Super NES® game book you can buy, featuring 
coverage of nearly 150 hot hits and all-time classics. Crammed 
with game reviews and insider's secrets, the first part of the book 
covers the latest releases and all-time hits in great detail, with 
plenty of screen shots. The book’s last section features scores of 
“Mini Hints” and strategies for tons of additional games. 
Included: 


- A complete chapter on the Super Mario Series, including 
Super Mario All Stars™, plus 


- Alien 3" ~ Bubsy: Claws Encounters 
- Street Fighter il" of the Furred Kind™ 

. Batman Returns™ - Mortal Kombat" 

. The Terminator" -. Super Castlevania IV® 

-. Super Star Wars" - Many more! 


Use this book to find out about the games before you buy them, 
then learn their secrets to become a Super NES? Master! 


COREY SANDLER and TOM BADGETT wrote the superhit 
Ultimate Unauthorized Nintendo Game Stategies series, as well 
as the bestselling books covering Sega® Genesis® and 
TurboGrafx- 16® game systems. 
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